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Gamer First Aid 



Stop the Call for 
game. help. 


Act quickly. 
The victim 
may faint. 


Get to the 
nearest 
hospital. 









In most Eidos-related emergencies, your first response 
will be to finish the victim's game, potentially resulting 
in the loss of a lot more than a friendship. So before 
playing games like Tomb Raider 2 or Deathtrap Dungeon, 
study the enclosed first aid instructions. Then mount 
them in an easily accesible location near your 
PlayStation!" And rest assured that once you've assisted 
the injured, you can finish what their lame ass couldn't. 



(EIDOS 

You’ve been warned. 
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Editorial 

By Ken Williams • Ken_williams@zd.com 


T here is an important trend in gaming that’s gaining in popularity. Multiplayer gaming 
has clearly become the catalyst for growth in our industry—GoldenEye 007 and sports 
titles are among the hottest sellers on the market, and Location-Based Entertainment 
facilities, or LBEs, are popping up everywhere. We have long since zoomed past the 
halcyon days of dark, seedy arcade hangouts and lone rebel gaming. Instead, gaming 
has become...gasp...socially acceptable. 

Things haven’t always been this social. In my early teens, nothing like LBEs or multiplayer 
games even existed. Arcades were seedy at best; usually poorly lit, cement-floor caves where 
I could escape the pressures of adolescence. The older kids smoked while playing a lone 
game of Space Invaders or Asteroids, their quarters lined up along the bottom of the screen. 
Arcades were usually crowded, yet there was a distinct lack of conversation. This was a soli¬ 
tary time; a time to be alone with a single goal—defeat the game—not a social gathering on 
par with school sporting events and mixers. It’s no wonder arcades were blamed for the cor¬ 
ruption of youth. Even at our best, we looked more like entranced zombies than the future 
of America. 

And then came the home systems—talk about a social placebo! I was one of the shameless 
statistics, joining a legion of teens frozen for hours, mesmerized by the dazzling graphics and 
engrossing gameplay of the latest Atari game. Social withdrawal? Certainly. But hey, I was 
developing hand-eye coordination, rightT'In hindsight, I’m amazed the FDA didn’t move to 
classify video games as some sort of narcotic. There was no alternative to reaching that 100th 
round of Defender. Gaming was like a drug, and I, like many of my peers, was addicted for life. 

Sports fans have a name for such an intense focus; I was “In The Zone.” The problem was, 
being In The Zone was pretty lonely. Gradually, more games began to allovy for more than one 
player at a time. It was the start of something big. Then the first four-player simultaneous 
titles began to filter into arcades and console systems. Anyone remember Warlords on the 
Atari 2600 and in the arcades? Now that was a game that required some pals to really enjoy. 
There suddenly was a social aspect to playing video games. 

Fast forward to my late teens, where arcades had undergone a radical transformation. Clean, 
well-lit game rooms started popping up everywhere. It got to the point where a kid only had to 
take a short walk to the nearest corner or mall to meet his buddies for a game of four-player 
Gauntlet or Cyberball. Martial arts games required a human competitor to have the most fun. 
Street Fighter, Double Dragon, Final Fight and Bad Dudes machines were constantly packed 
with two friends (or enemies) hacking away at each other. Suddenly, arcade games weren’t so 
much of a rebel, loner pastime anymore. Sure, many of us hunkered down at home at night to 
enjoy the latest incarnation of Mario, but gaming would never be the same. ■ 

Today, home games have once again caught up with arcades in embellishing the human 
element of video gaming. Now we’re playing games like GoldenEye 007, Duke Nukem 3D, 
Bomberman, Mario Kart 64 and countless sports titles, all of which support—and are 
arguably at their best in—Multiplayer Mode. With the exception of a few genres like RPGs, 
many games require a friend to realize the full entertainment value. Even here at EGM, we 
used to grab our favorite titles and hunker down for some serious gaming binges, alone. Now 
we play sports, various fighting games and racing games as a group. We sometimes even visit 
the local Dave & Busters for merriment and mayhem. 

There’s only one thing missing in this pleasant evolution: multiplayer RPGs. With advanced 
Internet capabilities linking computers worldwide, PCs have had a head start. Breakthrough 
titles like Diablo, Meridian 59 and recently Ultima Online create virtual communities complete 
with unique, diverse roles for gamers. Whereas before you were forced to be the lone hero, 
now you can join a party of real friends, slay a dragon and battle the forces of evil as a 
team, sharing the glory and bonding of victory, and the humiliation and finger-pointing of 
defeat. Home consoles are the final frontier for multiplayer RPGs. Final Fantasy VIII Online? 

We can’t wait! 

There’s no question, the latest trend in gaming requires a little help from your friends... 
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5 discs deep. 

A universe wide. 

Say goodbye. 

going to be away a long time 









Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 
characters and introducing a new villain masterfully trained in the ancient martial 
art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to- 
weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 
battle axes to engage in the ultimate conflict. Heck, even the 
Empire never struck back this hard, www.lucasarts.com 
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letters 


Compiled by: Dan “Shoe” Hsu 


r Growing Up 


e been observing the trend of nostalgia that has been 
sweeping the past few issues of your magazine, and I’ve given 
it some thought. It would appear the top 100 list, readers’ 
responses and even Ed Semrad’s most recent column have 
demonstrated what fierce loyalty so many people possess 
toward the games of yesterday (and how many others don’t). It 
seems to me that video games, like other branches of the enter¬ 
tainment industry (movies, television, etc.) are subject to this 
form of appreciation mainly because of the many unique (and 
not-so-unique) viewpoints of younger and older gamers. 
Semrad stated in his column how unimpressed his son was with 
the games that Semrad himself appreciated. His son dii 
grow up with those games. Similarly, I didn’t grow up watching 
black-and-white serials at my local movie theater. 

Those who don’t grow up with certain things usually don’t 
appreciate them the same way. In fact, I’m imagining today’s 
youth growing up and becoming nostalgic about today’s games 
in an era that makes GoldenEye look like Pac-Man and hearing 
their kids say, “Yeah, I’m bored with that. Look at how much 
more fun today’s games are. The graphics are better too.” 

I could be completely wrong, of course. But the point I’m 
ing to make is that video games, like everything else, are sub¬ 
ject to individual interpretation and appreciation (except for 
dogs like Shaq-Fu), and while the era many games arrived in is 
now gone, lots of people still like them because their original 
charm isn’t gone. It all depends on who you are as a gamer as 
far as many of the aspects of game quality go. 

But that’s just my opinion. 

Ivan Henley—Broken Arrow, OK 


Whenever we bring up an old game in fond memory, we’re 
always wondering, “Do we still like this game because we liked 
it so much when we were younger? Or is it a genuinely good 
game, even by today’s standards?” More than one fantasy was 
destroyed when we brought out the classics in making the Top 
100 . We found out some of these “awesome oldies” aren’t so 
awesome anymore. 

It’s not always nostalgia, however, that makes a classic good 
in our minds. Games like Ms. Pac-Man are still fun because they 
were made with one thing in mind: great gameplay. 

Thanks for your letter. 



EGM Letters gives you the chance to 
praise, gripe, ask, speculate or simply 
reflect. EGM will discuss some of today’s i 

8930 or by going to: http://subscribe.egr 
respond to any letter*. We reserve the right to edit i 


1920 Highland Avenue, f 
Lombard, IL 60148 
e-mail: EGM_Mail@zd. 



Dukespeak 


Did you know that most of Duke Nukem’s quotes are from the Evil 
Dead movies? “Come get some,” “Hail to the king, baby,” are all such 
quotes. Also, the “kicking @$$ and chewing bubble gum” thing is from 
the movie They Live. Just wanted to let you know if you didn’t already 
and give you a few more reasons why Duke rocks! 

vmiletic@facstaff.w 


George Presard, 3D Realms’ product manager on 
the original Duke Nukem (for the PC), told us that the 
Duke team wanted the game to be a pop-culture refer¬ 
ence fest. So, they threw in a few memorable quotes 
from some of the team’s favorite cult movies, the Evil 
Dead series and They Live. Good thing the developers 
aren’t fans of Cool As Ice. 


On Ms Side 

I want to let you know that I totally agree that Resident Evil is over¬ 
rated. In fact, I think Resident Evil is probably the most overrated game 
in history! I bought the game because of the hype surrounding it, but 
when I played it, I was very disappointed. First off, I was forced to hear 
the horrible voice acting! Then there was the storage system, which 
made me want to puke. Overall/the game was OK, but it shouldn’t have . 
gotten that much praise. By the way, that picture of Cloud’s ass cracked 



le up! 


Tom Vitale—Staten island, NY 


Heh...heh...heh...he said ass cracked. Well, we’re glad someone w 
OK with us not including Resident Evil in the top 100. 


Political Turmoil 

Your response to issue #ioo’s 
“Letter of the Month” (dismayed 
me. In that particular issue, you 
blame House and Senate conserv¬ 
ative Republicans for the ongoing 
political nagging over video games 
(you replied, “Then the conserva¬ 
tive senator/parent wouldn’t have 
anything to worry [or complain] 
about...” in that issue’s letters col- 

.umn). You have put the blame on 

the wrong political wing, gentle¬ 
men. Video gaming’s most vocal 
Washington, D.C. opponents are 
Democrats, and more specifically 
liberal Democrats. The whole “let’s 

.have the government rate video 

games” Ordeal and its subsequent 
“Violence in video games” hear¬ 
ings were proposed by Senator 
Lieberman, an outspoken and 
extremely left-wing Democrat. 

.So why does EGM keep blaming 

conservatives for video games’ 
never-ending political turmoil? 
Perhaps the evidently-too-young 
sub-college-age editors are failing 
their poli-sci classes, unaware 
of the differences between rights 
and left-wing politics? Why, it was 
uber-Republican himself Ronald 
Reagan who Once said something 
to the effect of “If parents would I 
watch their kids more closely and j 


Video Game TV Show 
Looking For Staff 

Do you play video games and 
work in TV production? Ziff- 
Davis Television wants you! 
ZDTV is looking for segment 
producers, production associ¬ 
ates and interns for its daily 
gaming show. Only those with a 
passion for video games need 
apply. Staffing up in the first 
quarter of 1998, ZDTV’s gaming 
show will feature competitions, 
along with the latest previews, 
reviews, tips, tricks and news in 
the world of video gaming. 
Covering the entire spectrum 
from consoles to PCs, arcade to 
online, ZDTV is looking for team 
players capable of all aspects of 
production. The ability to 
operate a video camera, 
produce field segments and 
direct edit sessions is a must. 
Candidates should be familiar 
with studio production, and 
most of all, must be avid 
gamers. All interested parties 
should mail a resume and reel 
with a brief cover letter to: 

EM Capuano 

ZDTV 

650 Townsend St. 

San Francisco, CA 94103 
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egm letters 


intently, there would be no need at all for game rating systems and their 
like.” Truly, it’s the political leftists who want more and more govern¬ 
ment in our lives; video games are just another issue to them. 

Neil Johnson-mr.kotter@juno.com 

First off, we never blamed any Republicans. Second, if you had any 
political savvy, you’d realize that the “liberal” and “conservative” tags 
mean less now than ever when applied to the Republican and 
Democratic parties. You’d realize that lately we’ve seen the rise of the 
so-called “New Democrats,” who take a decidedly moderate approach 
in an attempt to please the majority of their constituents. Sen. joe 
Lieberman is considered by many to be the “captain” of this new 
Capitol Hill crew, and that’s why we’re seeing a conservative policy- 
such as the game rating system—along with liberal views from a 
Democrat. Whew...we’ll get off our soapbox now. 


And The Name of This Game Is... 

The' game you were talking 
about in issue 102 on page 16 is 
Astrad [s/e]. I know it is Astrod 
because you can go to Wal-Mart 
arid check out the arcade file. 

Desmond Johnson, Jr.— 
Havelock, NC 

OK, thanks. 


Mission: Delayed, But Not Impossible 

I am writing to you to express my frustration over Nintendo 64’s 
Mission: Impossible. Every time I get my new issue of EGM, I turn to the 
Coming Soon list and see Mission: Impossible being pushed back 
another month. What’s the deal? 

Mike Wolfe—Indianapolis, IN 

We theorized that Ocean/lnfogrames (the joint developers of 
Mission: Impossible) took their game back to the drawing boards upon 
seeing what an utterly fantastic job Rare did with GoldenEye 007. A 
spokesperson for Ocean, of course, denied this. He told us the game is 
being held back for its own reasons—being that M:l contains “revolu¬ 
tionary game mechanics,” the game is taking much longer to complete 
than anyone there anticipated. Right now, the game is slated for a sec¬ 
ond quarter release, 1998. Hopefully, it’ll be worth the wait. 



Macintosh Loyalist 


m writing in response to a Comment made in your 102nd issue, “If 
it’s games you’re into, forget about a Mac - it’s not ever; worth consid¬ 
ering anymore.” I know that the PC game market is a hell of a lot bigger 
than the Mac’s, but I would also like to make it clear that there are a ton 
of great games for the Macintosh such as Quake, Duke Nukem 3D, 
MechWarrior II and so on. I also couldn’t help but notice that you at EGM 
use the Macintosh too. On page 178 in your 100th issue (in. the picture 
in the right-hand corner), you show a keyboard with the Apple logo on 


it. In the future, please think before 
hopping on the Macs-are-good-for- 
nothing bandwagon, especially if 
you use them yourselves, 

Lucifero63@aol.com 

We never said that Macintoshes 
are poor computers for production 
(which is what we use them for). 
We simply wouldn’t recommend 
them if you’re looking for a strong 
gaming machine. That is, unless 
you prefer shopping amongst the 
few games on that tiny island dis¬ 
play at the video game shop over 
the rest of the store. By the way, all 
those games you mentioned are 
also available on the PC. 


Wait, don’t get too excited here. 
We’re not looking for new edi¬ 
tors (well, not until Joe Funk 
catches Crispin sleeping again, 
anyway). We want your input. 
We want to know what childish 
antics you perform when you’re 
losing in a game (joypad tossing, 
name calling, etc.). Mail your 
best stuff to: 

LOSERS c/o EGM 
1920 Highland Ave. #222 


We’ll publish some of the more 
creative responses in an upcom¬ 
ing feature in EGM. 


It Takes Guts 1 __ 

I want to commend you for print¬ 
ing the letter from Richard Spoohts, the gay man from Harvard [EGM 
Letters, issue #101]. (felt the mere fact that you let it see print deserves 
a big pat on the back. Why? Because presently, the world) in general, is 
j taking an extremely “anti-gay” attitude. I’m sure that youireceived piles 
| upon piles of letters blatantly trashing you for printing said letter. But 
you didn’t discriminate at all, and you let another point of view see light. 
It’s a gutsy move that I’m sure freaked many readers out, but one that 
, validates my faith in you guys that you won’t be pushed around. 

As a straight white male, I get really tired of hearingfothers in my 
demographic group whine on and on about this issue. |l don’t know 
about other readers out there, but the “hate those awful gays” attitude 
gets stale real fast. So another thumbs Up to you guys at EGM. You could 
have sacrificed Richard’s letter for the purposes of a joke, hurting him in 
the process, but you didn’t, which I think deserves acclaifn. 

Ira Wells-wells_d@agt.net 

We hardly received any letters complaining about us printing Mr. 
Spoonts’ letter. We did get a couple, including one from a father who 
cancelled his sons’ subscription because he didn’t want his children 
exposed to such “filth.” We’re surprised this family is even reading 
Electronic Gaming Monthly ; we certainly can’t imagine these kids play¬ 
ing video games. The electronic images and strange noises emanating 
from the “moving picture box” 
must be frightening to people 
living in the Stone Age. j 

And hey! We’re perfectly 
capable of printing letters 
without cracking a joke or 
poking fun of (or insulting) 
the author. Now...can you tell 
us what the hell kind of name 
is Ira Wells? Sounds like a ' 
girly name... 




Question of the Moment 


We shouldn’t need to see a 
Director’s Cut since [the cen- 
soredscenes] should’ve been 
included in the first place. 


Many gamers are getting ripped 
off. In the case of Resident Evil: 
Director’s Cut, I feel Capcom 
should recall the game and 


cloudx@webtv.net refund the gamers who foolish¬ 
ly bought.it. 

Censored director’s cuts...what Eric_Easterly@xn.xerox.com 

an oxymoron. 

mojorecords@juno.com 


Just because Director’s Cut 
is censored doesn't mean 
it’s a bad game. Don’t go 
whining about how the 
game’s uncut, because it’s 
still a great game no mat¬ 
ter what you do to it. 

happystickman® 

mail.geocities.com 


A director’s cut is a version ^ 
of a product in which the 
director expresses his/her 
original vision. Censorship 
of a director’s cut is hypo¬ 
critical and not at all true 
to its label. 

RJStuff@aol.co 


Next Month’s Question of the Moment: What classic game(s) would you like to see revived for today’s systems? 

Send your short (very short, please), but sweet, responses to: EGM Mail@zd.com with the subject heading: Classics 
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All you folks (look up sarcasm in the dictionary, 
by the way) who wrote in and told us that this 
game is called Asteroids clearly did not check 
with this “Wal-Mart Arcade File,” whatever that 
* is. So the next time you’re in the mood for some 
classic arcade shootin’, go to your local video 
game retailer and ask to see their Astrod. Trust 
us, it’ll be fun! 


himself). Make sure to check out www.herb.lsa.umich.edu if you want 
to learn more about the fascinating world of fungi. 

Wake up guys! If you’ve; ever seen the Super Mario Bros. SuperShow 
J on UPN, you would dearly see that Toad is a male. 

Thomas Duffin—Berthoud, CO 

We never caught the Super Mario Bros. Super Show on TV because 
we never seem to want to turn to that channel. Want to know why? We’ll 
spell it out for you: U-P-N. ’Nuff said. 


Gender Bender 

I’m responding to your article about Toad in issue #101. You'thought 
Virgin’s Cool Spot may possibly be a “chick.” Well if issue #88, page 50 
and 51, there is a Cool Spot Goes To Hollywood aid With the heading, 
“He’s Flirting With Disaster!” See? He. He*s flirting with disaster. So next 
time you tackle gender issues, get the facts at least almost straight. 

Chase ij/lacri—Hampton, VA 


Kee-ripes! Take it easy! 
Run out of laxatives, did 
we? The Toad story was 
done in fun, so chill. 
Besides, there is more than 
one Spot. Remember the 
early 7*UP commercials 
with Spots running ram¬ 
pant? Well, who do you 
think gave birth to all those 
Spots? A momma Spot. 

I saw your piece on Toad {What’s the Deal With Tciad?—EGM #101]. My 
observation is that Toad is not a male or a female. He is both. Science 
tells us that life cells of mold, spores or related fungi have no sex. Toad 
is a mushroom, and so are all of his people, right? Mushrooms are mem¬ 
bers of the fungi family. This explains it all, ya? :Oh, except for one 
thing—all of the fungi family are asexual. This ; means they breed 
amongst themselves and are both male and female, 
dint Riese —Hibbing, MN 



I want to respectfully talk about Zero, from the Mega Man X series. 
You forgot to include (him or her) in your list of androgynous characters 
in the Toad feature. I think that Zero is a female hero. Can you solve the 
problem of this enigmatic character? 

Lymari Zayas—Patillas, P.R. 



In last month’s Video Same Timeline story, we 
Milton Bradley released its Microvision handheld syst 
correct year was 1979, We wish to thank Leonard 
author of the book Phoenix; The Rise and Fall 
Videogames, for clearing up the matter. Also, we’d like ti 
thank Steven Kent, author of the forthcoming book 
Electronic Nation, for contributing to the feature. 


Zero is male. You can read this 
for yourself in the Mega Man 
X4 manual. 


You can question his 
feminine appearance, and 
you can question his long, 
blond hair, but you can’t 
question his gender. 


Actually, fungi is neither 
male nor female, and mush¬ 
rooms themselves are not fungi 
(but merely a product of them). 
Bob Fogel, professor of biology 
at the University of Michigan - 
Ann Arbor (and curator of fungi 
at the U of M Herbarium), told 
us, “Mushrooms are the fruit 
bodies of certain fungi. 
Mushrooms are reproductive 
structures like apples on an 
apple tree, that’s made to 
spread the spores produced by 
asexual reproduction.” In short: 
Mushrooms do not reproduce 
(and therefore, have no sex). 
The fungi that makes them do 
reproduce (but have no sex— 
they either self-reproduce or 
match up with compatible 
fungi —however, they do 
it “plus” to “minus,” not male 
to female). 

What does this mean for our 
lil’ buddy Toad? It means he’s 
probably a bastard child of 
some nasty fungus somewhere, 
and he cannot be classified as 
male or female (and he defi¬ 
nitely cannot breed 
/EGMA and make other Toads 



*0r at least get your name and work in the magazine and win 
yourself a great prize (FIR5T PLACE ONLY!). 


W NNER 


lose, but no controller 


OK, this is not envelope art. It’s 3 sculpture. Wanna make something ol it! 

















POWER and 
















AcnymoN 


When you’re busy leaping 


treacherous chasms and 


swinging across deadly pits. 


don’t have 


>ntemplate life’s mysteries. 


After all, being a legendary 


jungle adventurer suddenly 


thrust into a mystical universe 


Besides, you’ve already learned 
more than the meaning of life... 


You’ve learned what it means to 




The Medium Is 

The Message 



Nintendo proves that the 
DD is more than just your 
average add-on 

playable games and the delay was displaced by 
the games Nintendo showed on tape for the 
DD—including Mother 3 (Earthbound 64), 
Pocket Monsters Stadium, Pocket Monsters 
Snap, Super Mario RPG 2, Picture Maker, 
Polygon Maker, Talent Maker, SimCity 64 and 
SimCopter. Ail incorporate Nintendo’s vision of 
the DD—writability and creativity. 

The DD also opens up the option of bringing 
two separate games together, either by 
expanding a current cartridge or combining 
data from two different titles. “You could 
have a game, and we have talked about this 
in the context of the SimCity product family, 
where SimCity might be a disk-based game 
and SimCopter might be a cartridge-based 
game that would read the city data that you 
generated off SimCity and then would let you 
fly around your own SimCity. Or Streets of 
SimCity could be another add-on Sim file,” said 


Jim Merrick, Nintendo’s project manager of soft¬ 
ware engineering. “It actually is something that 
Maxis is working on now.” The method of com¬ 
bining data from one title to use in another is 
also being used in the Mario Artist Series. 

Merrick says that Nintendo will not be push¬ 
ing developers to make disk games over the 
current cartridge format. “That is up to the 
developer. We want people to support the DD. 
We think it offers many advantages for the 
licenses and the consumer. But it’s up to the 
developer ultimately as to what they choose to 
write for,” he says. “There are some games that 
there might be a cartridge version and a disk 
version, and the disk version might offer some 
enhancements over the cartridge version. So 
that is up in the air right now. We are not going 
to pull the plug on cartridges...” 

The added storage space and lower cost of 
producing a disk game will undoubtedly be 
tempting to developers who have not yet joined 
Nintendo’s ranks. However, 64 Megabytes still 
isn’t as much storage as a CD (650 MB), a 
drawback which might be considered by some 
to be fatal. CD audio and full-motion video are 
luxuries not afforded to developers by the DD. 

Could Nintendo have increased the storage 
space that the DD could hold per disk? “Yes, it 
could have been larger. You know, it doesn’t 
seem as large now when you have a cartridge 
game [Zelda 64] that is 32 MB. That’s half the 
size of the DD. But we’re really aware of 
the price sensitivity issue. We feel that 
overtime prices of games are 
going to drive down,” 
Merrick says. “It still is 
quite a bit of storage 
capacity when you con¬ 
sider that we are not 
advocates for full- 
motion video and other 
things that eat up a lot 
of CD space. The real¬ 
time stuff that you see 
in Zelda or Star Fox is 
every bit is as dramatic 
as FMV sequences and 
still tells the story 
equally as well, but 
uses the real models 


A s expected, the 64DD made its appear¬ 
ance at this year’s Nintendo Space 
World 1997, held Nov. 21-24 at the 
Makuhari Messe outside of Tokyo. The device 
hadn’t been seen or heard from since last 
year’s show, and while Nintendo announced a 
handful of additional titles that will be coming 
to the DD (and peripherals to go with them), no 
games were playable. 

During his annual speech, Nintendo presi¬ 
dent Hiroshi Yamauchi announced that the DD 
will hit Japanese shelves in June of’98, instead 
of April as originally planned. The exact cost of 
the system will be announced in early 1998. 

But the disappointment from the lack of 
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Peripheral Visions 


Nintendo 64 Capture Cassette 


T he most interesting part of Space World ’97 
(apart from the games) was the sheer num¬ 
ber of peripherals for the N64 and Gome 
Boy. At least a few of these will make their way 
across the Pacific, so to give you a glimpse of what 
you might be adding to your GB or N64, here's a 
rundown of the peripherals of Space World: 

The Game Boy Pocket Camera and Pocket Printer 
capitalize on the current photo sticker booth craze 
by allowing people to use the Game Boy as a digi¬ 
tal camera. The screen acts as the viewfinder, and 
you can snap and save up to 30 pictures on a sin¬ 
gle cartridge. The snapshots can then be edited or 
painted on, and then printed out onto stickers 
using the Pocket Printer. Both go on sale in Japan 
in February for about $50, and also come in differ- 
ent colors (corresponding to tire 6B Pocket colors). 

Moving to the N64, Nintendo has a way for 
garners to bring portable games home arid play 
them on the N64 and vice versa. Pokemon (short 
for Pocket Monsters), having sold 7.5 mitlion 
copies in japan, is the main reason behind the 
device, which lets the N64 share data with the 
Game Boy and vice versa. Pokemon fans can then 
bring their monsters home, use them to battle 
using the Pokemon Stadium 64DD game and then 
take them on the road with the Game Boy. There’s 
no doubt that this will give japanese gamers a 
huge incentive to buy a Nintendo 64 and a DD to i 
go along with it (just to play Pokemon). 

One of the strangest N64 peripherals yet comes 
with BioTetris, currently scheduled for a March 
release in Japan from Amtek. The game comes with 
a clip that dips to your ear, and connects to the 
N64 controller. It reads your biorhythms and 
adjusts the game’s difficulty accordingly. You might 


1, 1 i 11 ill 1 to your 

favorite game? Nintendo and Marlgul intend to 
capitalize on this by bringing out n Voice ' ' , 
Recognition System for the N64. The first game to 
use it is Pikachu Genki De Chu, starring one of the 
more popular (and cute) characters from Pokemon. 
Scheduled for release next fall, the VRS will retail 
for about $30 in Japan. 3 

(" ; ;N(i nteTi 4 o‘s. 

to use with upcoming games. The Nintendo 64 
Mouse will come in handy for games like SimCity 
2000, SimCity 64 and the Mario Artist Series. 

Mario Ariist wiii also take full advantage of the 
Capture Cassette—which has video, audio and 
microphone inputs for collecting video and audio 
data to use.' 

There’s also a digital camera interface cartridge 
coming from Nintendo, Fuji Film and Tokyo Electron 
next fall (in Japan). It allows you to take full-color 
pictures witli a Fuji-standard digital camera and 
then interface its data module into the N64. The 
pictures can then be stored in a virtual photo 
album or used with the Mario Artist series. You can 
also just retouch them using the N64 then take 
them to your local photomal and have them print¬ 
ed on higher quality paper. The interface 
cartridge will set you back about $92. 

We’ll keep you updated on whether any of these 
new peripherals, all announced at Space World, 


Nintendo 64 Voice Recognition Syster 


Amtex’s Bio-Tetris 


Game Boy Pocket Camera and Printer 


and takes a fraction of the space.” 

Multidisk games are definitely a 
possibility in the future, and Merrick 
told us that there are actually seven 
different ratios of read to write that a 
DD disk can have. The entire disk car 
be used as read-only, and up to 
38.44 MB of a disk can be writable. 

The drive spins at one continuous 
rate, so there’s a trade-off between 
write and read speed as the heads 
read closer to the center of the disk. 
Merrick told us that developers will 
have to decide how to use that to 
their advantage. 

The U.S. release of the 
64DD remains sketchy. 

George Harrison, Nintendo of 
America’s vice president of 
marketing and corporate com¬ 
munications, told us that the 
DD would hit the U.S. after its 
Japanese release. “We won’t 
talk about our plans [for the 
U.S.] until E 3 . It won’t go until 
the software is ready. What we 
are seeing here is a demon¬ 
stration of several new prod¬ 
ucts but we still have to deter¬ 
mine which one we will launch 
it with,” he said. “We find that 
we will have to sell the DD to 
somewhere between 60 and 


Jim Merrick, Nintendo of America’s 
project manager of software engineering 
discusses with EGM the advantages the 
64DD offers developers. 


80 percent of the N64 installed base 
and that will be quite a challenge. It 
is something that never has been 
done before.” 

The idea that a peripheral could 
be accepted by over half of the 
installed base of the original system 
would be a feat not duplicated in 
the video game industry before. 

But Nintendo has already done the 
impossible by introducing a success¬ 
ful cartridge-based game system in 
an industry dominated by the CD stor¬ 
age medium. At E 3 in May, Nintendo 
will show the DD for the first time on 
U.S. soil, and will probably at 
that time introduce addition¬ 
al games to launch it with in 
North America. 

Check out our previews of 
Nintendo’s new N64 and DD 
games later on in this issue. 

Pocket Monsters Stadium, 
a DD version of the popular 
Game Boy series will help 
make the 64DD a hit in 
Japan. The mega-popular 
series has sold over 7.5 
million units for the Game 
Boy since its introduction 
in February 1997. 









ACT LOCALLY 


NAME; Douglas McClure 
HOMETOWN; Kokomo, IN 

HANK IN NET FIGHTER: 1st 
DEGREES EARNED: 235,000, 

traded 27,500 to buy Quake 1 " 
in the HEAT store 

kopletheirerehch fries, 

xcmYmmHsuam 

TARGET OH UCH ONE’S CHEST 
AS THEY mm TO THE 
KETCHUP STAND. AFTER I 
PLA YED OTHERS ON HEATNETS 
NET FIGHTER, I FELT SETTER 
AND SUDDENLY ALL THE 
TARGETS DISAPPEARED! 99 

RUT HSU NAME: reniu 
TOURNAMENT RECORD: 12-2 
FAVORITE SPECIAL MOVE: 

swinging knife decapitation 

TRASH TALK EXCERPT: 

“Now that's what you call a super¬ 
close shave!” 

OTHER FAVORITE 
GAMES ON 
REAT.NET: 

Quake," 

Hexen II," — 

Outlaws," Diablo," 

WarCraft II" 


NET TIGHTER; THE ONLY FIGHTING 


LOCALLY-get the HEAT internet game network box at your local computer store! GLOBALLY- 
* you can divert your anger off the streets and onto the net against real, live people 







GLOBAL!? ON NEAT.NET/ 



GAME ON THE INTERNET!! 


log on to HEAT.NET NOW! Through HEAT.NET and the miracle of CyberDiversion, 
all over the globe! You’ll feel better, the whole world will feel better! 


NAME: Bill Shultz 
HOMETOWN: Portsmouth, VA 

RANK IN NET FIGHTER: 2nd 

DEGREES EARNED: 197,500, traded 
17,500 to buy Scud: Industrial 
Evolution™ in the HEAT store 

a msa to me out my 

BULLETS, AND OH EACH ONE I 
V0U10VMTE THE NAME OF EACH 
PERSON OH MY BUS. THEN A 
FBIEND SHOVEO ME I COULD 
PURSE MY VIOLENT UBBESIN 
NnneHTEBOHHEAT.NET 
ACAIHSTOTHEB PEOPLE. THANKS 
TO HEAT, THE PEOPLE ON MY MIS 
KILL NEYn KNOV HOV CLOSE 
THEY CAME! ff 

HUT USER NAME: thunderhammer 

TOURNAMENT RECORD: 9 3 
FAVORITE SPECIAL MOVE: 

forked lightning kick 

TRASH TALK EXCERPT: “Stop hitting 
like a sissy girl!” 

OTHERFAVORITEGAMESeNHEAT.NET: 

Blood,” Duke Nukemr Total Annihilation,’ 
Shadow Warrior,” Postal” 

$ 

imirnmit 


AT. HFATMFT an 













Playing With Digital Poison 


Senators Lieberman and Kohl tell the industry what they're doing right, and what they're not 


V iolence in video games once again 
took center stage in Washington in 
late November when The National 
Institute for Media and the Family, along 
with Senators Joseph Lieberman and 
Herbert Kohl, released the 



second annual report card on the interactive 
entertainment industry. 

The results were favorable. The arcade indus¬ 
try has yet to adopt the industry-wide ratings 
system, so they received an incomplete grade. 
Both rental and retail aspects of the interactive 
entertainment got high marks for ratings, but 
lacked enforcement of those ratings. 

“These developments are very encouraging, 
and I want to join Senator Kohl in praising the 
video game community for their cooperation 
and commitment to making the rating system a 
real success,” said Senator Joseph Lieberman, 
who, along with Senator Herbert Kohl, brought 
the video game violence issue to light over 
Mortal Kombat’s depiction of fatalities and 
Night Trap’s B-movie scenes. 

However, even with the high marks given to 
the industry, Lieberman is quick to point out 
that violence is still prevalent in many popular 
games. “The bad news, however, is that there 
remains a small but significant element within 
the industry that insists on churning out ever¬ 
more graphic, gruesome and grotesque prod¬ 
ucts,” he says, citing the PC titles Postal and 
Carmageddon. “Let there be no doubt: These 
games are not harmless fun, as some suggest, 
but digital poison.” 

Doug Lowenstein, of the Interactive Digital 
Software Association (IDSA), issued a state¬ 


ment presenting the industry’s viewpoint. 

“Video and computer games are used by 
people of all ages, genders and interests. Some 
products are not intended for children, just as 
some books and movies are not intended for 
younger audiences. And the Entertainment 
Software Rating Board (ESRB) ratings tell 
parents when this is the case. That’s how it 
should work—consumers are provided with 
the credible information they need to make 
their own informed purchasing decisions.” 

Lowenstein says that children are an impor¬ 
tant part of the market, but that because 
73 percent of PC gamers and 46 percent of 
video gamers are over 18, sanitizing the 
content for younger players ignores the inter¬ 
ests of older consumers. 

Before Thanksgiving, the National Institute 
for Media and the Family also issued a guide 
for parents called KidScore: The 199-7 Parents’ 
Guide to Software and Video Games. The guide 
rates games by violent content, giving parents 
the information they need when buying games 
for their children. To give you an example. Final 
Fantasy VII is summarized by the guide: “This 
game contains some violence, illegal and harm¬ 
ful behavior, disrespectful language and has 
the ability to cause fear in children.” 

The guide can be obtained by calling (888) 
772-2264. mediaandthefamily.org 



Dead Air 

The Sega Channel ends its broadcast day 


Wish For A Mega Hero 

Capcom grants a young boy's wish to meet his hero 


uring the first week of 
I j December, a special Wish 
was granted to Joey, an 
8-year-old boy from Ohio who 
suffers from a life-threatening 
form of cancer. Capcom and the 
Make-a-Wish Foundation fulfilled 
Joey’s wish to meet Mega Man. 

Joey and his family visited the 
Capcom Entertainment offices, 
where he played Mega Man Neo, 
saw how Capcom’s games are 
designed and was presented with 
many Mega Man gifts—including 
Mega Man cake, 
a sketch of 
\ Mega Man by; 
H the game’s 


creator, a Mega Man RC car and 
video games. Capcom also digi¬ 
tized a picture of Joey’s face and 
composed it into the image of 
Mega Man, so that he could 
become his favorite video 
game hero. 

“We really couldn’t have asked 
for a better Christmas present. In ■ 
a time where violence in video 
games seems to take the center 
stage, it’s nice to show the world 
the positive side to video gam¬ 
ing,” said Bill Gardner, president 
of Capcom Entertainment. “Joey 
is a young man that Capcom will 
not forget.” 

www.capcom.com 


D uring the Genesis’ reign 
of the 16-Bit market, 

Sega toyed with the idea 
of “games on demand.” That 
came to fruition through the 
Sega Channel, a 24-hour-a-day 
service that allowed players to 
download and play Genesis 
titles for a monthly fee. 

The idea worked, for the most 
part, but there were a few draw¬ 
backs. Sega’s older, bigger con¬ 
figuration of the Genesis system 
couldn’t be used with the Sega 
Channel adapter, making it hard 
to sell the idea to gamers who Don’t just watch TV, play TV 
had bought a Genesis early in was the Sega Channel’s motto, 
its life. When the Sega Channel 

debuted, it was toward the end of the Genesis’ rule, and only had 
150,000 subscribers out of the 20 million homes it was offered in. 

In late November, it was announced that the Sega Channel will 
stop broadcasting on June 30,1998. Run apart from Sega of 
America, the service had watched its subscriber base dwindle 
with the rise of 32-Bit consoles. 

Reportedly the Sega Channel had been toying with the idea of 
providing its games-on-demand service to personal computers, 
but with the rise of cable modems and Internet gaming, the need 
for a system like that through a coaxial cable also dried up. 

www.sega.com 
















Tidbits... 

Games that Go Platinum 

According to Nintendo, Diddy Kong 
facing reached sales of 1 million 
copies in early December. Nintendo 
says that DKR is the fastest-selling 
video game in history. 

Not to be outdone, Sony also 
announced that Final Fantasy VII has . 
exceeded sates of 1 million copies. 
Considering that FFytjis an RPG, this 
-Is a huge leap for€||<genre. 

Digitally Immortalized 

Ever dream of staring in a video 
game? Well, with a new contest from 
Electronic Arts and Mello Yello, you 
can! EA will create digitized Images of , 
three lucky grand-prize winners to 
appear in a future EA game. The three 
winners get an all-expense-paid trip 
to EA’s HQ near San Francisco for a 
tour and a chance to check out the 
company’s future games. 

To win, look under the caps of 2.0- 
oz., 1 liter and 2 liter bottles of Mello 
Yello. Each bottle includes an offer for 
$10 off EA’s games. ■> 

The promotion runs through 
Feb. 28,19.98 in markets throughout 
the Southeast. 

Robotech Still On 

Early in December, GameTek filed for 
Chapter 11 bankruptcy protection. 

Wheel of Fortune, the company’s first 
N64 release, is currently bn shelves, 
jeopardy!,has also just been released. , > 

But the project that might have fallen . 
is their N64 title Robotech: Crystal 
Dreams. According to the company,the 
game is still on and making progress drilJS 
will not be effected by the bankruptcy, , 
According.to GameTek’s Milt Bland, the 
game,is still in development and is look:, 
ing great, and should be out soon. “We 
want to make sure that this is the best 
game we can make before releasing it.”.-f,f'4 
that holds.true, then Robotech fans 
should be very pleased by the results.. : 



X Marks The Spot 

VM Labs hopes that their new hardware wiii become the next big thing 


T here’s a new video game system on 

the horizon, but it’s not from any of the 
names you’ve heard before—no Sega, 
Sony, Nintendo, 3DO, Atari or Amiga. Dubbed 
the “Project X,” this new machine has been 
in development for three years by Los Altos, 
Calif.-based VM Labs. Shrouded in secrecy, the 
company has finally been able to share some of 
the details with EGM. 

According to VM Labs’ founder and CEO 
Richard Miller, who once served as Atari’s vice 
president of technology, the new system is “sev¬ 
eral generations ahead of the current gaming 
platforms.” Miller declined to cite exact system 
specifications, but the guys at VM Labs stress 
the fact that this machine will change the way 
games are made, allowing developers an 
unprecedented amount of freedom. They would 
not put a number on the main processor (64-Bit, 
128-Bit, etc.), but did say that it’s several times 
more powerful than current machines. 


that software development began ramping up 
about a month ago. 

VM Labs also points out that developers who 
have seen their technology are enthusiastic. 
They provided comments from Gerry Blau at 
AndNow LLC, who said “At first I was skeptical 
about the introduction of a new gaming platform 
in what is already an extremely competitive mar¬ 
ket, ruled by formidable players. However, by 
the end of our meeting with the wizards at VM 
Labs, I found it very difficult to think of any pos¬ 
sible outcome other than success for this new 
machine.” Previous credits from AndNow’s staff 
include Mr. Bones on the Saturn as well as Ecco 
the Dolphin and X-Men 1 and 2 on the Genesis. 
Formed in 1996, the company has yet to release 
its first game but are working on projects for 
other platforms. 

Japanese software support is also of concern, 
and one that VM Labs recognizes, but has not 
yet addressed. A majority of software for video 



Don’t forget to visit GameSpot News 
for the latest in video game headlines! 

http:/ / headUne.gamespot.com 


Building the hardware is only half of the battle 
that VM Labs has ahead. Bringing out a new 
video game system is never a cake walk, and to 
handle manufacturing, the company is dealing 
with several major consumer electronics compa¬ 
nies. According to Miller, more than one compa¬ 
ny will be involved in producing “Project X” 
hardware, although specific hardware partners 
have yet to be disclosed. 

With the PlayStation currently at the peak 
of its success, 1998 may be the best time to 
release a new system. Current consoles are get¬ 
ting serious competition from the PC market in 
terms of graphics superiority, so it’s a good time 
to release hardware that could once again tip 
the scales toward the console side. The price 
of the machine will be a factor in its mass mar¬ 
ket appeal, and VM Labs told us that their 
machine will land at a price that’s competitive 
with current consoles. 

Once you have good hardware and a manufac¬ 
turer, the next vital step is software. A steady 
flow of software is a key factor in the success 
or failure of a system. While many consider 
Tempest 2000 as the Jaguar’s killer app, lacklus¬ 
ter software support eventually killed the 
machine. VM Labs claims that they have gained 
the interest of developers and publishers and 


game systems comes from Japan, and while U.S. 
and European development can sustain a sys¬ 
tem for a while, Japanese development will be 
vital to the long-term success of “Project X.” 

Some will say that there just is not enough 
room in the video game industry for another 
hardware platform. Bill Rehbock, VM Labs’ vice 
president of third-party development points out 
that when Sony first introduced the PlayStation, 
there were as many as six systems on the mar¬ 
ket, and that at the time, Sony was new to the 
video game industry. 

Jeff Minter, who was behind what is widely 
considered the Jaguar’s best title, Tempest 2000, 
is also an active member of the Project X team. 
As a game developer, VM Labs says that Minter’s 
knowledge has helped them keep the project on 
the right track and focusing on the right things. 
Art created by Minter using early Project X tools 
can be seen at his Web site (http://www.magic- 
net.net/~yak/). 

If all the factors come together—software, 
solid hardware, a big marketing and promotional 
push, worldwide software support and a mass 
market price, then the “Project X” at the very 
least has a chance. We will have more updates 
on the “Project X" in future issues of EGM. 

www.vmlabs.com 










Sushi-X Files 


e-mail: sushi, x@zd.com a 


Something Special For Our Loyal Subscribers! 


shawn_smith@zd.com 



THE BLOB 


D 


Hoppy Stomp 

Charge # 4 + Kick 

Rabbit Shortarm 

4 * # it 4 + Punch (close) 

Rabbit Longarm 

4 £0-3 4 +Punch (far) 

Hoppy Kick 

^■*4 + Kick 

Jackrabbit Punch 

+ Punch 

SUPER MOVES 
Hash ’N Bash 

O c> O d c> + Kick 

Mega Carrot M. Gun 

#L 44t2 4 + Punch 

Rabbit Punch Overdrive 
#41 + Punch 

CLAYTALITY 
Rabbit Out of a Hat 
♦ SR 

Rabbit Pellets 
SL 


Gum Toss 

; -^-*4 + Kick 

Taffy Twist 

# • 4 + Punch 


Jelly Roll 

Charge 4 4 + Punch 

Air Twist 

#• 4 + Punch (in air) 

SUPER MOVES 
Big Gun 

Charge Punch, hit Kick 

Super Twist 
# * 4 4 * 4 + Punch 

Kick O’ Plenty 
##44 + Kick 

CLAYTALITY 

Ws, 

Who Da Man! 

SR 

Fireworks 

<3 C ><3 C> 

Splat! 

SL, SR, SL, SR 


Buzz Saw 

Charge 44 + Punch 

Blob Raid 

4 U# *4 +Kick 

L.A.P.D. 

#l»4 + Punch 

Dragon Glove 

#« 4 +Punch 


SUPER MOVES 
Irvine Axe Massacre 

#t»4#»4 + Kick 

Super Lunge Punch 

*«*♦** +Punch 

Overhead Axe 

#H4#*4 + Punch 

CLAYTALITY 
Launch From Island 

##SL ## 


Da Bomb Knock Off Top Half 

444 SR #&4SR 

Meat Grinder Bite 

444 SL SL ##1# SL 

Hit and Run 

##44 + HP (2 inches away) 

Pac-Man 

#l#4 SR 


( BAD MR. FROSTY J 

( ICKYBDD CLAY ) 

Ice Bash 

#®4 + Punch 

Unearthly Travel 

#*4 + Punch 

Snow Ball 

Great Pumpkin 

Charge 44* + Punch 

#41 4 + Punch 

Blizzard 

Ghoul Roll 

#«4 + Kick 

Charge 44 + Punch 

Ice Pick 

Bats in the Belfry 

#• 4 + Punch 

4#® + Punch 

Ice Skate Dash Opener 

Boohooken 

Charge 4 4 + Punch 

4# IS + Punch 

SUPER MOVES 

Rising Ghoul Roll 

Frozen Frenzy 

O ’ j ^ 1 c + Kick 

4«#St4 + Kick 

Icky Kick 

4 ft#41 4 + Kick 

Super Kicks 

#Jh " 0 + Kick 

SUPER MOVES 

Super Hurricane 

+ Kick 

Evil Presence 

#»4#*4 + lp 

CLAYTALITY 

Snowcone Squeeze 

Icky Shuffle 

44 44 + Kick 

4### SL 

Haifa Loaf of Clay-Fu 

Knock Off Top Half 

#«4#«4 + Kick 

”4 a few steps away 

CLAYTALITY 

Squish 

Demon Spin 

#4 #4 a few steps away 

4®#«4sl 

Launch From Island 

Scary 

<H>SL,SR 

##44 SR 

( BONKER ) 

( EARTHWORM JIM 

Merry-Go-Clown 

#»4 + Kick 

Fire! Fire! 

#®4 + Punch 

Get ’Em Fifi 

EWJ Punch 

#iS 4 + Punch 

4#« + Punch 

Ferris Wheel 

#«4 + Kick 

Tumbleworm 

#«4 + Kick 

SUPER MOVES 

Worm Ball 

Welcome to the Big Top 

##+ Kick 

+ Kick 

Big Fifi 

#1 4 #* 4 + Punch 

Super 3 

#* 44*4 + Kick 

CLAYTALITY 

m 

SUPER MOVES 

Super Fire 

#41 4 # in 4+ Punch 

Stairway to Heaven 

•!>*4v-a< + Punch 

Super Propeller 

#®4#»4 + Kick 

Super EWJ Punch 

Cannon Claytality 

#### 

#a 4#«4 + Kick 

CLAYTALITY 

Off the Island Claytality 

4444 

Knock Off Top Half 

4#4 sr 

IJejKiJjutt Claytality 

Cow From the Sky 

### SR, SL 


Squish 

444# SR 


KUNG PDW 


Crane Technique 

♦ r.V <:; + Punch 
Egg Fu Young 
4 # 45 + Kick 
The Crane 
#+ HK (in the air) 
Nunchakus 
4 + Punch 

SUPER MOVES 
Pork Fried Rice 

#il«|>#Si!|> + Kick 

Fu Manchu 

#« 4 #« 4 + Punch 

Lo Mein 

#ii4#*4 + Kick 

CLAYTALITY 
Bruce Lee Squish 

<HK> 

Slice & Dice 
444 
Round Toss 
##44 
Pan Toss 


( HDUNGAN ) 

Voodoo Surfing 

# * 4 + Kick 

Air Voodoo Surfing 

# * 4 + Kick (in Air) 

Chicken Baseball 

#tl 4 + Punch 

Voodoo Mask Smash 

♦♦ + Kick (in Air) 

Curse Crawl 

44 + Kick (in Air) 

Upperkick 

4#^ + Kick 

SUPER MOVES 
Super Twirl 

#*4#»4 + Kick 


Graveyard Shift 
4t§#H4 + Punch 

CLAYTALITY 
Claytal Hand Grope 

♦ 4# SL 

Claytal Bad Hand 

SR 

Claytal Bad Mojo 

4 *#« 4 SL 





























Clay Fighter 631/3 



The Cast of Clay Fighter 631/3 


Bad Mr. Frosty 

An evil snowman 
with bad habits. 


Bonker 

Whoever said I 
clowns were fun? J 


Kung Pow 

Stereotypes go 
crazy with Kung. 


T. Hoppy 

A rabbit with a real 
Rambo complex. 


The Blob 

The name really 
says it all. 


Taffy 

This guy’s really 
bad for your teeth. 


Ickybod Clay 

A typical scary, 
Halloween type. 


Houngan 

A witch doctor 
and his chicken. 


Earthworm Jim 

Interplay’s token 
character! 


SECRET 


What do you think? 1 CHi 


We’re trying something a tittle new with the Sushi-X Files these 
days. So what do you think? We still want your feedback, so don’t 
stop those letters. The idea here is to not only give you some¬ 
thing to laugh at or enjoy, but also present some useful infor- 
a mation—be it strategy for a game, a move list for a new 
i&l fighting game, or other info to help take your.gamjng 

further. So keep your ideas coming to: ,44s 

Pjli Sushi-X Files 

1920 Highland Ave. Ste. 222 

Lombard, IL 60148 11 


‘Grumby” Speaks His Mind 


No, not Gumby, Unfortunately, We couldn’t afford Gumby, so we got 
the second best thing, 6rumby! Being Gumby’s body-double, Grumby 
has an intimate knowledge of the green clay friend’s life and realm. 

, Since Clay Fighter 6-31/3 deals with clay and violence, we thought 
we’d get Grumby’s opinion on violence in video garnet. Specifically, 
we asked Grumby the following: 


EGM: How do you feel about the amount of violence in video games 
these days? 

Grumby: Well, I think back to when we had to work with the 
Blockheads. I mean here are two guys who are constantly causing 
trouble. If they’re not hoisting someone up on a ladder, they're top¬ 
pling over boxes. Even with all the mess.they made, we never once 
had to resort to violence. Sure, we would’ve liked to melt them down 
or blow them up, but we didn’t. 

EGM: So it’s fair to say that you think there’s too much of a focus on 
death and destruction? 

» Grumby: I think so, but 
then again-the more I 
think about it, the more I 

killed those two. I mean, 
what A-holes they were! 
EGM: Oh, well...sorry 
to bring back those 

free subscription to your 
EGM: Yeah...uh...see 


A History of Clay 

Clay Fighter has really been around for some 
time. Starting way back on the Genesis and 
Super NES, the little clay fighters have been at 
each other’s throats. Of course, if it weren’t for 
all of the gore of Mortal Kombat and the stan¬ 
dard Street Fighter set, we most likely would 
never have even seen one game like Clayfighter 
made —let alone a half dozen or so! So here’s a ; 
short history of clay in video games. 


Clay Fighter 

Clay Fighter 2: Judgement Clay 
Clay Fighter: Tournament Ed. 


Clay Fighter 2: Judgement Clay 


PlayStation: 

Clay Fighter Extreme 


Nintendo 64: 

Clay Fighter 63 1/3 


On a side note, we shouldn’t forget j 
Claymates on the Super NES and the | 
upcoming Skullmonkeys (even though i 
they’re not really in the CF series). 


Point 


Does Clay Fighter do a 
good job at being both 
fun and funny? 

POINT: Yes, for two 
reasons. One, the 
game does a good job 
of mixing several fight¬ 
ing game engines, and 
the control is very 
responsive. It just feels 
right. Two, Interplay 
rounded up several 
recognizable voice 
actors to lend each 
character a hilarious 
goofball personality. 

—Crispin Boyer 

COUNTERPOINT: 

No way. Sure, the 
game may be funny, 
but when it comes 
right down to it, I just 
wasn’t impressed with 
Clayfighter as a fight¬ 
ing game. It’s sup¬ 
posed to be funny, 
but that sure isn’t 
worth $60 to me! I’ll go 
with something that 
may not make me 
laugh, but will last a 
lot longer. 


Point 

Counter 






















Join America's favorite racing family. 


Newman/Haas Racing. 

We’ve got racing in our blood. 




International News 


By John Ricciardi john_ricciardi@zd.com 


&&&I 


3j-/V 


Yamauchi Says “Stop Playing Dull Games” 


S pace World ’97 kicked off with an address 
by Nintendo Co., Ltd. president Hiroshi 
Yamauchi. He repeated Nintendo’s battle 
cry with both the Game Boy (which is still 
going strong after nearly nine years), N64 
and 64DD: quality over quantity, innovation 
over dullness. According to Yamauchi, Nintendo 
has the formula for success, and that their 
64DD and upcoming N64 titles will revitalize 



boring, drab market. 

“The recent TV game market is losing 
momentum. Naturally, it’s because of too 
many boring or too complicated software, that 
ordinary users can’t enjoy playing. Such games 
are flooding the market,” Yamauchi told the 
assembled crowd. 

The DD, in Nintendo’s estimation, will change 
the way video games are made—for the better. 
“We can’t have a bright future prospect for the 
TV video games right now. This is why we are 
about to offer the 64DD, to bring about a quali¬ 
tative change in games. Without introducing 
unique new ideas, we can’t persuade users to 
accept the 64DD, and that is why it’s taking a 
long time to launch the system,” he said. “As 
for the price, I want to make it as cheap as pos¬ 
sible, but I can’t say how much it will be right 
now. We would like to make the notable differ¬ 
ence with the existing TV games.” 

“Now, the game industry is facing the turning 
point for the developers toward the next year 
and thereafter. The current TV game market is 


just the setting sun, and it must realize the 
changes. I believe the overseas [outside of 
Japan] TV game market is fine compared with 
Japan, but we can’t be optimistic. It, too, is 
facing the turning point, I think.” 

Yamauchi also announced that an N64 
version of Derby Stallion, a hugely popular 
PlayStation horse racer, is coming. Plus, he 
confirmed that the U.S. will be getting Pocket 
Monsters (with a new name because of trade¬ 
mark issues) sometime in 1998. At the show, 
Nintendo offered players a special Pocket 
Monsters monster, and thousands of kids and 
their parents descended onto the Space World 
floor. Pokemon 
madness was so 
widespread that 
Nintendo added a 
fourth day to the 
show to accommo¬ 
date the over¬ 
whelming number 
of eager players. 



X-Men Vs. Street Fighter: The Story So Far 


ega recently released their n 
Megabyte RAM upgrade cartridge for the 
4 Ur Saturn in Japan. The cart, four times as 
big as the previous RAM cart (which was used 
with Marvel Super Heroes, Metal Slug, King of 
Fighters ’96 and several other titles), comes 
bundled with the fantastic Saturn conversion of 
Capcom’s X-Men Vs. Street Fighter. While the 4 
Meg cart isn’t backwardly compatible with the 
aforementioned smaller cart games, it does 
work with Marvel Super Heroes—and there are 
several games planned for it in Japan, including 


Vampire Savior, Dungeons & Dragons 
Collection and Marvel Super Heroes Vs. Street 
Fighter. Without this cart, whose U.S. release is 
still up in the air, it’s highly doubtful that any of 
these games will ever make it to the U.S. In 
other XM Vs. SF news, Capcom announced a 
version of the game for the PlayStation, but it’s 
a bit different. The current title is X-Men Vs. 
Street Fighter EX Edition (no, it’s not 3-D). 
Because of the PlayStation’s RAM limitations, 
only one player can fight on each side, instead 
of a tag team. You’ll still be able to choose two 


per team, but only one of them will do the fight¬ 
ing—the other only comes in during special 
moves. To make up for the loss, they are includ¬ 
ing Training and Survival Modes—two options 
that aren’t available in the Saturn version of the 
game. A U.S. release 1 
of the “EX Edition” is I 
slated for this spring, f 
according to Capcom I 
USA representatives, f 
Look for a preview in 
EGM soon. 


Enix Brings DQto GB 

Enix's Popular Dragon Quest Series Goes Portable 


The Ten Best-Selling 

Games As of Nov. 23 | 

in 


1 


n a surprise move; Enix of Japan recently 
announced that the company’s hugely 
successful RPG series, Dragon Quest 
(known as Dragon Warrior in the U.S.), would 
be coming to the Game Boy. Titled Dragon 
Quest Monsters: Terry’s Wonderland, this 
first-ever portable Dragon Quest will be 
released in March 1998 overseas and will 
weigh in at a hefty 8 Megabits. Not much 
information has been released about the 
game yet, but it will be compatible with the 
Game Boy Link Cable, just like Nintendo’s 
Pocket Monsters, which as we reported 
earlier has sold over 7 million copies in 
Japan. Thanks to DQ’s enormous popularity 
in Japan, it’s expected that sales of this hot 
title will burst into the millions within weeks 


of its release. DQ fans might recognize the 
character Terry from Dragon Quest VI, the 
1995 Super Famicom RPG that was never 
released in the United States. 


[apan 


0 J.League Pro Soccer Club Tsukurou! 2 (Sega)-SS | 


m 


0 Gallop Racer 2 (Tecmo)-PS 
0 Diddy Kong Racing (Nintendo)-N64 
fT;j Einhander (Square)-PS 
0 Let’s & Go!! WGP Hyper Heat (Jaleco)-PS 
0 Devil Summoner: Soul Hackers (Atlus)-SS 
0 Pocket Monsters (Nintendo)-GB 
0 Power Dolls 2 (ASCII)-PS 
0 Everybody’s Golf (Sony)-PS 
0 Game De Hakken!! Tamagotchi 2 (Bandai)-GB 
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Video Game Gossip G Speculation 


Madden football from Fox? 

EA, Virgin deal dead 
Rewritable PlayStation games? 


PS64 dev kits arriving this summer? 
Dural release pushed back to 1999 
Rare working on new Bond game? 


Quartermann 


S 


by a slew of urgent messages on oupv+retess EGM 
Mk2 satellite communicajrbn device. Here’s yybafour Q-sleuths 
have unearthed 


0 He’s M 


alutations Quarterfans! It is I, the great Q-holio, PlayStation 64 Tidbits 

reporting live from sunny Foster City, Caljfcjiojne.—. -(fosterCity, Calif.j Terry and I have uncovered a mother lode of 

of Sony of America’s HQ. Right now-Rtfi hiding in | n f 0 on the'PlayStation successor. According to our Q-spies, the 

the bushes with my Nipponese buddy, Terry Aki. format 0 f the Playstation^ has not been finalized as of yet, 

We were just about tpHTifiltrate Sony’s stronghold although the field has been'narrowed down to two well-qualified 

via the air condftioliing vent, when we finalists. The first candidate in qWion is the Mini Disc HD. As 

mi. one wouTcfstrmijse from the name, this new format is basically a 
high-density versTdn-pf the current gendrqtion Mini Disc. Unlike 
the existing Mini Disc (Which boasts aroundi20 megabytes of 
rewritable storage space), thp new MD HD is'said to feature over 
6oo Megabytes of infinitely rentable storage space. This new 
high~d'enstty version of the Mini Disc is a format Sony has been 
working on foKbe last few years anei is targeted tb,be the succes- 

.- __ sor to the Mini DisP v The PS64 would kq a prime candidate to 

TV (mfndshare earnedjiy---use-tbjs format si 

format ofilieir owp w 
woutd^give the PS64 th 

' candidate is a 

—recent poss(bility)\DVD-RW. 6ver the past ye\rr, Sony and\ Philips 


No He’s Mine 

(San Mateo, Calif .)This just in./We hear several reportsTrCrrTb 
Q-informants tpat Fox Interactive is the latest garpfrig company 
launching a shorts lineup. Recording to those in-the-know, Fox is 
looking to leverage their i/resence 


:e Nintendo is also introducing a rewritable 
witfi^he DD64. If used, the MD HDtformat 
4 the s\orage capacity pf a CD and tpe 
nq ct 


their I3i 

the Fox Spdrts label) to pring sports gamffrg to a PlayStation and 
N64 near you by Christ/nas 1998. Considering how .ucrative the 
sports gaining genre is with the gamir/g consoles/CsporTSgames 
make upalmost 50 percent of the video game market), this news—mmu pussimmyap 

comes ai little shocldto fans of sports video gftme^/HowevefT,-'-—bayebeen woKkingyan a rewritable DVD format. In contract to 
someonp else may find this move tp be a shock to/their syfttefn. TosRibais DVD-ftW format, the gony/Philips DVD-RW is designed 
Who coiild that be? None other than the leader injsports/gatningf ftp be cheaper a|id rriore efficient than Toshiba’s rewritable DVD, 
Electronjc Arts. j | j | I [ \, vyhichjwduld result ih lower licensing costs to} developers] Sony it 

You see, EA ownsja sports franchise that ift very near dock hoping tre DVD/-RWformat wilj be inexpensive enough tojuse by 

dear to them: Madden Football. Up Until now, the fact thatjqntK^._tbctipfe the PjftySt/tion 64 is/ready to roll. At this point, the mair 

Madden ^(and Pat Summerall, who is\also featured irKEA’s garriesX._sttirfibling blpck wduld be (wait for it) cost, Although the/final 

1 television announcer for Fox Spoils was not\bigbQncern to format haph’t bpen chosen yet, the Mini Disc HD seems fo be 

Asnjore logipdl path. / j j 

"Trfother,,PS64 news, Spny approached several developers late ir 
spdese'" ‘ " * ' •'** *" 


1 announcer for Fox Spoks was notabig'SQi 
tA as Fox was not in direct competitioifwith EA Spbrts. Thatjs 
until now. The news tha^Fox Interactive rpay launch assorts dlvP 
sion (perhaps even a football game) complicates things gTe'atly_ipp^-vSith proposed 


So what’s gopna happen? At this point, it’s hlid to say. On 
hand, the Madden franchisees an established ndmgwith great 
brand awareness among football gamers. On the othfer-hgnd, 
it’s difficult to dispute the fact th'btf ohn Madden is not the sots' 
property of Electrorrip Arts and has Obligations with Fox 
Will heads roil? The cNyiann guaranteeSHt„. 


@ Westwood But EA Wouldn’t 

(Irvine, Calif.) Speaking of EA^fpnd don’t we always?) taTRs~~ 
between the sports gaming behemtrtti and Virgin Interactive a 
reportedly dead in the water. Inside soiitc-e^feveal Virgin 
Interactive has until March 31,1998 to raise enougtLcapital to 
stay in business. Virgin initially wanted to ijand over trie comp 
to EA in exchange for a cool $215 million-f- cash only, thank yo j 
very much. EA then countered that with a ibid of around $150 
million (most of which would be EA Stockland back and forth th< 
negotiations went. Things reportedly camp to a screeching haft 
when Brett Sperry, head of Westwood Studios (a subsidiary or ^^-Qiiickies 


Virgin), demanded to be a member of£/Yi board of directors. EA 
politely said no and proceeded to kick Virgin to the curb. Down, 
but not out, Virgin is reportedly speakjing to several other inter¬ 
ested heavyweight industry players (aj nuijnber of which are very 

attracted to the idea of acquiring the Welliregarded Westwood _ ^ 

Studios in the bargain). We do know dne thing for sure...the clock eaflyT9997Well7that]usf about wraps it up for this month 

is ticking for Virgin. As soon as we heqr mMaVirgininjoLfmm.±he_QJansXalctuyaftater* 

Q-crew, we’ll let you know. 


last month’s Q-MannJ I broke the news 
person shooter being worked 6n by Rare using the GoidenEye 
engine. Well, our sources indicate the game in question will be 
another Bond game, although it will not be a sequel to Golden- 
Eye. The game is currentlyjwel in development and is due out in 


^The “0" 


turned out most de,vftlopers were not ftbppy with thp'design so 
Sony scrapped jt'and started to redesign the systefft. Because of 
this delayrdtfvelopment systems will not be available until June of 
ag^Slft the earliest. The PS64 temow said to have four times as 
much memory as the currenj>PlayStation (3.s/Megabytes) and is 

-targeTed to be at least as-powerful as Segals upcoming Dural 

syste n. That would„nrPan the system would have 14 Megs of RAM 
(the Dural is^saidlo have around 18 lyie'gs of RAM) and should be 
able ter display more than 2 milliqxpolygons per second. The 
; PS64 is due for a Christmas 1999 release in Japan with a U.S. and 
European release sometime in the year 2000, but we now hear 
that fjega’s DuraLwo'n’t ship until March of’99 in Japan with a 
in y North American release soon thereafter. My question is this: Will 
that dight-month window give Sega enough time to get back on 
track [as a hafdwa 7 e 1 rpavy{hittpr like they we 
with tjhe Geftesis?...Ortly tifne will tell... 



















"A total rush... 
The undisputed 
king of combat 
racing games!” 
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jSMWW[ AS YOU CAN SEE (SORTOF), NEED FOR SPEED HAS GONE DOWN AND DIRTY. 

JF JF W" IN NEED FOR SPEED V-RALLY YOU CHOOSE FROM 11 WORLD RALLY CHAMPIONSHIP CARS. 


THEN YOU SLUG IT OUT DAY OR NIGHT OVER 42 PERILOUSLY LIFE-LIKE, GRITTY OFF-ROAD TRACKS. SNOW. RAIN. FOG. 
AND IF YOU'RE LUCKY BLISTERING HOT SUN ROUND OUT THIS BRUTALLY RAW JOURNEY. BRING SOAR 
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64DD situation in the U.S. 
though? Not much. Pokemon 


(it's coming in late 1998), so 
NoA is going to have to rely 
on something else to push 
the DD out here, and right 


going to have enough big-name 
games to get the DD out in the 
U.S. before Christmas (they 
won’t release it without at 


left their mark on the industry 
once again. Always about inno¬ 
vation and setting the trends, 
Nintendo is pushing forward in 
Japan with a variety of Pocket 
Monsters games and some 
truly unigue peripherals (or 
downright weird, depending on 
which side of the fence you're 
on) that they are banking on to 
push the N64 back into the 
race in Japan, while getting 
the 64DD off to a rocket start. 


Shigeru Miyamoto shows off 
Zeida 64 to excited members of 
the press at Space World ’97. 


Game Directory 

• Legend of Zeida: The 
Ocarina of Time 

• F-Zero X 

• 1080 Degree Snowboarding 

• NBA Basketball 

• Mario Artist Series 

• Super Mario RPG 2 

• Yoshi’s Story 

• Mother J 

• AeroGauge 

• Tonic Trouble 

• Fighter’s Destiny 

• Wetrix 


Publisher/Developer 

Players/Genre 

% Done 

Release 

Nintendo Co., Ltd. 

1 

70 

April 1998 

Nintendo Co., Ltd. 

Action-RPG 

Japan 


Web Address: www.nintendo.co.jp 


The Long-Awaited 
Return To Hyrule 

The Legend of Zeida: 

The Ocarina of Time 


■| t’s been a long wait, but Zeida 64—now 
H known as “The Legend of Zeida: The 
H Ocarina of Time" in Japan—is flttgUvym 
H the way. Unfortunately for U.S. gamers, 
H it won’t be hitting store shelves as soon 
H as we had hoped. The Japanese release 
Hi has been pushed back until the last 
week of April, meaning a stateside release 
isn’t likely until June or July at the earliest. 
The good news, however, is that we finally 
had a chance to spend some time with the 
game, and we came away more than 
impressed. In fact, impressed is quite an 
understatement. Zeida 64 is by far the best¬ 
looking Nintendo 64 game yet, and based on 
what we’ve seen and played, it’s safe to say 
ay very well end up being 
eru Miyamoto’s greatest 


gj^ The Story So Far... 

Much of Zeida 64’s 
story is still being 
1 kept under wraps. 
| Apparently, the 
■ game takes place 
BEFORE the Super 
NES game, A Link 
to the Past, mak¬ 
ing it the earliest 
1 game in the Zeida 
timeline. As a 
young member of 
the Kokiri family, Link 
QHBH sets out to receive his 
guardian fairy at his 
clan’s customary coming- 
^ of-age ceremony, when he 
stumbles across an injured fairy 
with a dark message: Don’t let 
the man named Gannondorf gain control of 
the Triforce. 

As the story goes, Ganon is still an ordinary 
man and hasn’t yet become the evil SOB that 
you’ve come to know and hate in past Zeida 
games. The goal is to prevent him from get¬ 
ting ahold of the Triforce and turning into that 
monster, and to successfully achieve that 
goal, Link will have to travel through time—a 
first for the Zeida series. 


The Intro 


The game’s short-but-sweet intro sequence 
(which most likely wasn’t finished yet at the 
show) begins with a young Link approaching 
Hyrule Castle at night in the pouring: rain 
(remind you of a previous Zeida game?). 
Suddenly he hears a noise and runs off to the 
side of the castle drawbridge to hide. As the 
castle gates swing open, a beautiful white 
horse-ridden by a Hyrulian guard and the 
young Princess Zeida —comes galloping out 
of the castle at full speed, as if being chased 
by someone. After they take off. Link walks 
out to the center of the drawbridge to see 
what happened, only to come face to face 
with Zelda’s pursuer, also on horseback. As 
you can imagine, the pursuer is none other 
than Ganon (err, at this point his name is 
Gannondorf, a mere young thief), and as you 
can also imagine—he looks awesome. As 
Link and Ganon glance upon each other for 
the first time, the camera heads off into the 
stars, setting the mood for the long adventure 
that’s about to take place. 


Touring Hyrule 

The version displayed 
on the Space World 
show floor was about 70 
percent complete, but it 
was set up so that you 
could only try certain 
portions of the game 


reviews 
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During the intro, we find the 
young Princess Zelda fleeing 
Hyrule Castle on horseback 
at night, accompanied by 
a Hyrulian Guard. 




through special “Tours” that were selectable on the 
Main Menu Screen. The three Tours,, the Hyrule Tour, 
the Dungeon Tour and the Battle Tour, each showcased 
different areas of the game and let anxious showgoers 
get a good taste of the variety of different play styles 
in the game without having to play through the entire 
game to see them. Before we get into the Tours, 
though, let's take a look at Zelda 64's control setup. 

The Controls 

Zelda’s control setup has obviously been very well 
thought out. Moving Link around is a cinch, thanks to 
the N64 Controller’s Analog Control Stick. Movement is 


used for Link’s sword (which can be upgraded at least 
twice during play). To unsheathe your sword, you 
press A once. To use it, you’d press A again. To put it 
back, you press B. Of course, there are various moves 
you can pull off with your sword, like charging it up, 
doing the old Whirling Blade technique and more. You 
can even put away your Shield for a more powerful 
(though harder to handle) Sword later in the game that 
requires two hands to wield. Speaking of Link’s Shield, 
the R button is used to control it, while the L button is 
used for Options (such as bringing up the transparent 
map in dungeons, etc.). 

Next up is the multifaceted B button, whose usage 
depends on the situation you’re in. Above the icon on 
top of the screen is some text that changes as B’s func¬ 
tion changes. For example, if you approach someone, 
B will be used to “Talk” to that person. If you 
walk up to a treasure chest, B will change 
to “Open.” If you’re just walking around 
and want to search the area, B will let 


Recognize this guy? His 
full name is Gannondorf 
Dragmire. Silly name for 
such a powerful foe... 

The red target shown here 
appears when you press the Z 
Trigger button. This allows 
Link to focus on an object 
while moving about freely. 


similar to Mario 64, and while Link may not 

be able to perform Mario’s infamous “Butt 

Stomp,” his arsenal of moves and abilities 
far surpasses anything the stout plumber 
could even dream of. 

Pressing Start will bring you to a subscreen that is 
broken up into four separate areas, each with different 
info. There’s a Map Screen (to show the Field or 
Dungeon Maps), an Item Screen (where you can select 
your items, as well as view which Medals you’ve col¬ 
lected so far), an Equip Screen (where you can equip 

_ Link in four different areas— 

Sword, Shield, Clothes and 
HV/. n ||% Boots) and finally a Magic 
3 Screen that displays the 
magic spells you’ve collected 


The young Link 
(above) will be 
able to use 
certain items 
and weapons 
that the older 
Link (right) 
cannot, and 


Back at the top of the Main 
Screen, there are icons for 
each of the main buttons—B, 
A and the bottom three C but¬ 
tons. The Top C button is used 
for camera control. Indoors, it 
changes to an overhead view 
that lets you see things from 
above, while outdoors it 
switches you to a first-person 
view so you can look up, down 
and all around Link. The Left C, 
Bottom C and Right C buttons 
are each used for items or 
weapons (like Bombs, a 
Boomerang, your Bow & 
Arrow, etc.). The A button is 


you “Check” your 

surroundings. There are several uses in all, and the 
ease of use makes it much easier to become immersed 
in the game without having to worry about which but¬ 
ton does what. You’ll be able to jump with the B button 
as well (usually when holding down the Z button to 
maintain a specific camera angle), but there will be 
several cases where the game will auto-jump small ■ 


Zelda 64DD 


k Although it’s still a 
" ways off, Mr. Miyamoto 
I explained at the show 
r that the 64DD version of 
Zelda (which is how the 
game was originally going 
to be released on the 
64DD) is already in the 
early stages of develop¬ 
ment. He explained 
that they have not yet 
decided whether or not 
it will be an all-new 
quest, or an add-on disc that 
requires the original car¬ 
tridge to play. The game 
probably won't be released 
until 1999 in Jaoan. 
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Immerse yourself in seven unbelievable fantasy worlds and anything organic. Through IB punishing levels, and an end- 
take on a marrauding metallic battalion of mechanized death less barrage of spectacular euplosive firepower and amazing 
machines with your weapon-packed, futuristic assault vehi- lighting effects, you must track the Shadow Blaster down and 
cle. The Shadow Blaster, an evil overlord, has gone complete- make scrap metal of him and his lethal robotic creatures, 
ly mad, and he will stop at nothing less than total genocide of Shadoui master, the ultimate fantasy shooter. 










Inside the towns and houses, the 
camera can be switched to an 
overhead view, as shown here. 


^^■Vyv;;S the day too, showcasing the game’s 

progressive time feature. 

When you first exit Link’s house, 
you’ll probably be blown away by the 
beautiful world that unfolds before your 
eyes. Local villagers will explain the game’s 
basics to you, while your guardian fairy, Navie, 
will lead you toward any important objects or locations 
(like the signpost near Link’s house, for example). 

The overworld and river areas (yes, Link can swim, 
too) are merely other places of Hyrule to explore. 
There are huge mountains, narrow valleys, dark 
caves—you name it, it’s there. In the demo, you could 
explore the town (the game is only going to have one 
main town, similar to Zelda: A Link to the Past), which 
has several different interesting viewpoints, depend¬ 
ing on what area of the town you’re in. 

Then of course there’s the horse scene. There wasn’t 
too much to do in the demo, but you could mount 


pits and the like for 
so you can 
concentrate on more 
important matters. 

Finally there’s the all-important (and completely 
innovative) Z Trigger button. The Z Trigger is used to 
“lock-on” to objects and enemies (and basically any¬ 
thing in the game you can interact with), so that Link 
can approach it and check it out without you losing 
sight of his surroundings. For example, in battle with 
the 3-D viewpoint, it would be very tough to maintain 
a clear view of the action if you’ve got Link jumping 


The Underworld comes to life 
in Zelda 64, with many old 
and new faces alike coming 
together to try to stop Link 
from finding the Triforce. 


and ducking, slashing and dodging, etc. 

without any camera control. So, to fix 
this problem, you simply hold down Z to 
lock on to your enemy so you can always 
see where it is, while still maintaining full 
control over Link. It’s an amazingly simple idea 
that works surprisingly well. Battles are now a treat 
to participate in AND to watch, and you’ll have no i 
problem becoming completely immersed in Zelda’s i 
3-D world because of this ingenious little addition M 
to the control setup. 

Back To The Hyrule Tour 

The first of the three tours on the demo 
was the Hyrule Tour.’’he Hyrule Tour gave you 
four locations to start from, including Link’s 
House, fhe Hyrule overworld, a River area and 
outside the castle—riding Link’s horse. The dif- 
ferent scenarios took place at different times of 













Is it really just a game? 

Multi-Racing Championship blurs more than just the scenery. It blurs 
the line between gaming and reality. 

Each of MRC’s eight, fully customizable vehicles (plus two other secret vehicles) allow 
you to tweak gears, brakes, suspension and more. And you’ll need to, because MRC’s 
three intense courses pit you against more than just the clock. You’ll be up against neck 
snapping terrain, nasty weather and up to 20 other drivers at a time. 

Designed for the N64 Rumble Pak, MRC’s detailed graphics, sound and multiple viewing 
perspectives can mean only one thing. 


It starts where all the others finish. 



















THEY COULD HAVE TAKEN ANYTHING. 
HIS HOME. 

HIS PRIDE. 

EVEN HIS FREEOOM. 


OUT THEY TOOK AWAY 


GECKO DETERMINED TO STOP HIM. 













Link’s horse and ride around 
the fields near the Castle, 
jumping over small fences and 
hills and trotting around to get 
used to the control. 


' 1^54 The Dungeon Tour 

The Dungeon Tour allowed 
gjr^ you to start at one of three 

dungeon scenarios, each of 

§|||§l ! which was a little bit different 

|HH. |Mm| from the other. Like previous 
.. ,1 Zelda games, there are traps 

^■KHI an d puzzles in the dungeons, 

and there’s a slick map system 
which resides at the bottom 
corner of the screen that Can be toggled on and 
off. There are huge pits and obstacles, Treasure 
Chests and keys and, of course, as you’ll read about 


Ahh, the Battle Tour. Certainly the most impressive 
aspect of the Space World demo by far, the Battle 
Tour let you try your hand at three different t 

Boss battles—against Ghoma, 

Dodongo and StalfosfThe Stalfos 

battle is fairly simple—you fight 

against two huge Stalfos 

Knights in a big room, simply 

hacking and slashing until 

all that’s left is you and two |Mj»W'l§ A 

piles of bones. The Ghoma and HHflB 3 

Dodongo battles, however, are 

truly a sight to behold. Without 

spoiling too much, let’s just say 

the cinematics before, during and OH 

after the battles are incredible, J 

and the actual creatures them- ▼* j ■ 

selves look amazing. Clearly battling 

in Zelda 64 is going to be quite a iHH 


Interacting with the locals is 
nothing new to Zelda fans. 


The Legend of Zelda series is one of the 
most popular gaming franchises in the 
history of video games. Despite being 
around for over 10 years now, Zelda 64 
is only the fifth main installment in the 


licensed CD-i horrors and a very cool 
Game & Watch game). Here's a quick look 
at each of the previous four Zelda titles. 


The Legend 
of Zelda: 
A Link to 
the Past 
(Super NES, 


A Brief History of Zelda 


NINTENDO 64 


m 
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The Missing Links 

-As you can probably tell from some of the screen 
shots here, you’ll play as both a young Link and 
an older Link. This ties in to the central plot of the 
story, with the Ocarina of Time. The Ocarina will allow 
Link to travel through time, but the exact details of 
how, why and when are still a bit cloudy. We do know 
that a place called the Tower of Time plays a big part in 
all of this, and we also know that 
the two different Links (young 
and old) can wield different 
weapons, some exclusive to 
their respective forms. 

—The Rumble Pak will be 
utilized in some form, although 
exactly how and how much is 
still up in the air. 

—Yes, the Triforce is back, 
and it’s the ultimate item. How 
will it tie in to this already awesome plot? We’ll just 
have to wait until this summer to find out... @ 


The Battle Tour 
















You WANT TO BE A HERO' 


STUNNING GRAPHIC 


There are 1 □ levels of 


FAST ACTION THAT DEMAND 


Distributed by 


BATTLE IN THE ONLY GAME 
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I t may have been a long time in coming (over: 
seven years, to be exact), but Nintendo is finally 
back in the garage working on a sequel to the 
smash hit first-gen Super NES racer, E-Zero. 
F-Zero X (tentative title) Was shown in playable 
form for the first time at Space World '97, and it 
wowed crowds with its fast, fluid animation, 
variety of crafts and intense track design. 

F-Zero X features four racing circuits to race on—the 
Jack Cup, the Queen Cup, the King Cup and a fourth 
Cup that (presumably) doesn’t open up until later in 
the game. Each Cup has a variety of tracks, just like : 
the first F Zero, and in fact many of them come 


Publisher/Developer 

Players/Genre 

% Done Release 

Nintendo Co., Ltd. 1-4 

Nintendo Co., Ltd. Racing 

Web Address: www.nintendo.co.jp 

AH June 
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[like this one) 


giant tubes 


Thank goodness 


for gravity 


part, entirely new). The track layouts are sltperb, with 
big jumps, lots of twists and turns, special features 
(like tracks that are spherical, where you race around 
the outsides of a huge tube that holds you in with 
some sort of gravitational puli) arid more. Ard for 
those who complain about N64 games not having 
enough variety—there are 30 (yes, 30!) crafts to 
choose from, each with its own unique characteristics 
and drivers (including the four from the first game). In 
addition, each craft is rated from A-E in terms of Body, 
Boost and Grip at the Selection Screen. 

Obviously the best part about F-Zero X, though, is 
the game’s astonishing sense of speed. If you thought 
the first F-Zero was fast, wait until you see this 
baby zip across your TV. We’re talking 60 
frames of animation per second, with 
crafts that reach speeds of 1000 km/h 
and more (our personal best was 
over 1400 km/h), and this is with up 
to 30 crafts on screen at once. Even 
the Two- and Four-player Modes are 
fast. Just like the 16-Bit version, 
there are “zippers” on the tracks 
that send you forward, and when 
you complete a lap, your craft gains 
the ability to “Boost” at the expense 
of your Power gauge. Fortunately, just 
after each lap you can race over 
special bars on the track that will 
help replenish lost energy 
(again, just like the first F-Zero). 
All in all, F-Zero X is shaping up 


to be a killer 
racing game, and 

with a 64DD add-on already in the works (see sidebar), 
you can count on seeing this baby in the headlines for 
a long time to come. The only problem? You’ll have to 
wait until late ’98 for the U.S. release. With any luck, 
NoA will give us a quick port so we can be playing the 
game before the end of 
the summer. ^ 


Behind 
the Screens 

F-Zero X for the 64DD 

At the Space World show, Mr. 
Miyamoto revealed that F-Zero 
X would be one of the first N64 
cartridge games to have a 64DD 
add-on disc released sometime after 
the cartridge. With this add-on, you 
will be able to choose from more hov- 
ercrafts, more tracks and best of 
all—the disc will come with a track 
editor and a hovercraft editor! Not 
only will you be able to create your 
own tracks, but you’ll be able to 
download ones that your friends may 
have made, or possibly (in Japan at 
least) download special event tracks 
from participating retailers with 
special kiosks. Heck, you’ll even be 
able to record your best race and 
turn it into a ghost racer for someone 
else to race against on their machine! 
The possibilities are endless! 




















IHeht Lord DEimos. ( 
He's got looks that kill. 
Hadds of steel 

V / A ROTTED DiSPOSlTion. 


Lord Deimos is jusf one of the vicious 
warriors you’ll go against in Mace - 
The Dark Age. Each fighter comes 
with his or her own deadly weapon and 
so many different moves and combos 
that inflicting pain will be easier than 
ever before. And thanks to the arcade 
development of the “Voodoo Graphics” 
chipset, you’ll get 3-D fighting like 
you’ve never seen before. So pick 
up Mace - The Dark Age today. But 
be careful of Lord Deimos - he’s looking 
for his next victim. 


- Z2 

EVERYTHiriG'S A WEAP0H. 





1080 Snowboarding 


ne of Nintendo’s two surprise games 
at Space World (the other being NBA 
Basketball), f " 


From The 
Creators Of 
Wave Race 64... 


U „, 1080 Snowboarding 

shocked everyone with its amazingly 
rich graphical detail, smooth control 
and overall polish that only an EAD 
game could provide. 

Developed by the same team that brought us Wave 
Race 64, 1080 Snowboarding is one of several snow¬ 
boarding games on the way to the N64 in the coming 
months. So far it seems to be the best one. There were 
three tracks to choose from at the show (there are sup¬ 
posed to be at least six in the final version), and three 
different boarders to race as, as well as (you guessed 
it) three different snowboards to race with. There’s a 
Match Race Mode, a Time Attack Mode and a Score 
Attack Mode (just like Wave Race), and two players 
can go head-to-head via a split-screen in the game’s 
Two-player 


Steep drops, big jumps, “mondo” stunts and more are 
all a big part of 1080’s highly realistic gameplay. 

the snow to the photorealistic scenery in and around 
each track. And Control with the N64’s analog Control 
Stick makes everything move smooth as silk. It truly 
looks awesome. 

1080 is scheduled for a February release in Japan, 
and it WILL be comingto the U.S. soon after, so be sure 
to check back for a full preview of the U.S. version as it 
nears release. A 


Incredibly realistic graphics 
highlight the gameplay. 


Like Wave Race, 1080 Snowboarding 
features a Two-player Split-screen . 
Racing Mode. It’s smooth! M 


H Nintendo’s second surprise 
Space World title is looking 
very nice so far, despite 
only being roughly 50 percent 
complete at the time of the 
show. NBA Basketball (tenta- 

is scheduled to be NBA 
Courtside) is Nintendo’s latest 
addition to their Nintendo 
Sports lineup, and is being 
developed by a U.S.-based 
company called Left Field Productions. 

Courtside features all of the official teams, players and stadiums 
from the NBA, and has nice polygonal graphics (obviously) and 
particularly strong player animations (especially for this 
stage of the game). All of the players are modeled after 
their real-life counterparts, and believe it or not, there 
seems to be a good amount of CPU Al in this baby H 
already—clearly a strong sign of a potential blockbuster. 

There’s full play-by-play announcing too, and the crowd 
really gets into the action, something that has been H 
noticeably lacking from many NBA games as of late. 

Since the game won’t be available until July in Japan, it’s 
doubtful that we’ll see it here until the fall—unless 
Nintendo is planning on a simultaneous launch, or even a 
U.S. launch first. Whatever the case, as soon as more info 
is released, you’ll read about it right here in EGM. 


NBA Basketball will 
feature all of your favorite 
NBA players and teams 
in all their 3-D glory. 


Instant Replays and a variety 
of camera angles highlight 
the action in Nintendo’s 
NBA Basketball. 
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Mario Artist 


Series 


NINTENDO 64 






Polygon Maker: 


is basically the 
64-Bit update 
of Nintendo’s 
classic Super 
NES game 
Mario Paint. 


karate, perform 
balancing 

and more-and best of all, you 
(or anyone else’s for that matter) 
al talent star for some 
you can do it’s scary. 

Each of these disks will be available in japan 
launch of the 64DD, and are expected to be very 
affordably priced. Nothing official 
announced yet, but it’s likely that the 
series will come to the States. These disks 
realizatipns of just a few of the many cool 
the 64DD will be able to do once actual 
released for it when it launches in late 199! 


The Fun 
Machine Gets 
Creative 


t Space World, Nintendo unveiled the first 
three entries in the Mario Artist series 
Mat (everyone remembers Mario Paint, 
right?). All three games are going to be 
available for the 64DD, and all three 
(f° ur actually—the fourth title. 
Mm sHk Sound Maker, wasn’t shown 
floor) will work in conjunction with each 
to the DD’s writability features. 

To accommodate these games, Nintendo_ 

both an N64 Mouse and something called a Cap 

Cassette, which has A/V inputs 
that allow you to hook up video 
cameras, VCRs—basically any¬ 
thing with Audio/Video out¬ 
put—so you can grab images 
and use them in your creations. 
For more on those, check out 
this month’s News section. 


Consider this the direct 
descendant of Mario Paint. You 
can draw your own pictures (up 
to four people can at the same 
time, if you wish), or download 
pictures and edit them with a 
variety of options and tools 

Picture Maker isn’t limited to 
mere 2-D creations like Mario 
Paint was. Go all out in 3-D! 


(similar to some higher-end PC 
paint programs). So simple, yet so much fun. And you 
can take your pictures and import them into the other 
programs, like Polygon Maker, where they can 
be mapped to polygonal characters for even more 
creative uses. 


Picture Maker: 




This one looked the most impressive—and rightfully 
so. It’s basically a stripped-down, affordable version of 
Nichimen Graphics’ high-end Nintendo 64 develop¬ 
ment tool, N-World, stuffed into a little 64DD disk. 
With Polygon Maker you can create 3-D models from 
scratch, then texture map them, animate them and 
the show, programmers showed 
and turned it into 
This one looked 


the most bizarre of the 
have the most poten- 
you create a person 
have it do a variety of 

Show. You can 
dance, practice 


































Laugh while you frag, from 
Hollywood to outerspace! 


lag some aliens with over 
dozen hi-tech weapons! 












Big weapons and digger bosses 
for a fun-filled fragfest! 


Four-player, split-screen 
Dukematch action. 


From L.A. to the moon - 32 towering levels of 
00% interactive carnage! On film sets, in bars, on 
iving subways...no butt-ugly alien is safe from the 
wrath of Duke! Grenade Launchers. Shrink Rays. 
|| Hardcore 3D action. And graphics to kill for! 
_ Duke's coming to take out the garbage! 
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j^uper Mario RPG 2 


AV 9 ~ 3 -Jvu 


Mario RPG certainly looks 
nice, but what’s with 
the flat 2-D Mario? 
Unfortunately, it’s too 
early to tell right now. 

7‘>J fa -X 


Mario RPG Takes 
On A Whole 
New Look 


S uper Mario RPG was one of the most 
charming and well-designed games that 
ever graced the Super NES, and now, 
two years later, the first screens of the 
sequel have been released. Not much is 
known about the game yet, but as you 
can see by these pictures, it looks dras¬ 
tically different from the original. Mario is now a flat 
2-D object in a 3-D world (this is obviously some sort of 
artistic thing), and according to Mr. Miyamoto, the 
game will be geared toward a younger audience. We 
just hope it’s as good as the first one. @ 





Yoshi's Story 


The sequel to one of the 
most underrated Super NES 
games of all time is almost fin¬ 
ished, and will be available in 
Japan by the time you’re read¬ 
ing this. That’s right, Yoshi’s 
Story, the “2 1/2-D” follow-up 
to Yoshi’s Island, is on the way, 
and from what we’ve seen (and 
played), it looks fantastic. 


In Yoshi’s Story, the main goal is to 
collect fruits hidden throughout each 
stage in the game’s six worlds. There 
are six different Yoshis you can 
choose from in each stage (differing 
only in color), and no sign of that irri¬ 
tating baby Mario anywhere (thank 
goodness!). The game controls much 
like the first Yoshi, but with 
some nice enhancements. For 
one, everything is controlled 
with the analog Control Stick. 
So now Yoshi can lash his 
tongue out in any direction 
possible, and aiming eggs is 
much easier than it used to be 
Oust press the button to 
throw, and move the target 
anywhere on the screen 
with the Control Stick). And in 


addition to a variety of cool moves (both old and new), 
Yoshi now has the ability to swim. 

We don’t need to tell you how incredible the graph¬ 
ics are—these screen shots speak for themselves. 
But if you think this is nice, just wait until you see the 
game in motion. 


check back next 
month when 
EGM blows the 
doors open on 
Nintendo’s 
latest master- 

depth preview 
of Yoshi’s Story. 



























PuSiisiier/Beveloper Players/ 


While there hasn't been much 
information released on Mother 3 
in quite a while, Nintendo did man¬ 
age to sneak some new video onto 
the giant video wall at the Space 
World show, and the game seems 
to be coming along nicely. For 
those of you who are unfamiliar 
with Mother, it's the Japanese 
version of our EarthBound series 
(EarthBound was Mother 2 in 
Japan). The full 3-D RPG is 
slated to launch with the 64DD 
when it arrives in June in 
Japan, and looks well on its way 
to being completed. 

The fight system 


Designed by ~ J m&fxs 
the primary cre¬ 
ator of Rayman, 

Tonic Trouble is M 

already starting 

to show com- 4 

petting designs of 
distinctiveness 

that made the ** 

aforementioned 
game find a niche 
of its own. 

Tonic Trouble's plot revolves around an alien 
named Ed who drops a mysterious can onto Earth. 
Havoc ensues, and mutations of plants and animals 
break out throughout the planet. Seeking to fix the 
problems that he created, 
<, r gp Ed must explore and fight 

, J apf enemies with a variety of 

* j** weapons. As you can see 

from these screens, this 
f game shows promise. Rest 

I assured, we'll do a more in- 

/ depth preview as soon as we 

get some more info. 


the game looked 
a quite polished for 
ij only being shown 
on video. We will 
have more on this 




It doesn’t take a genius to see 
how games like WipeOut and 
F-Zero Have influenced AG. 


the wild designs of the vehicles, 
■roGauge is pretty straightforward 
both in gameplay and appearance 
(think WipeOut meets F-Zero). Five 
unique machines are available at the 
r game’s outset, including one that 
| looks like an N64 controller craft. 
Rve more are included but must be 
game. The crafts are ranked by 
speed, acceleration, shield and agility. Each one is dec¬ 
orated with wacky logos and paint jobs a la WipeOut. 
They resemble everything from sleek speeder-type 
vehicles to modified tugboats and dump trucks. 

Four tracks plus two bonus ones are spread out 
around the world. The courses feature lots of bridges, 
banked turns and the obligatory tube portions. The 
vehicles have the ability to fly very close to the ground 
or way above it. Because of the vehicles’ maneuvering 
abilities, the tracks have multiple levels and some¬ 
times alternate 
routes hidden 
among the lay- 1 
out. Also includ¬ 
ed are short 
pit-stop lanes 
in which cars 
can replenish 
their shields. 

Game modes 


Game speed remains constant 
even in Two-player Mode. 



The cars can take corners way up high or very low (like 
this one), adding a twist to traditional racing play. 

include: Grand Prix (with a time trial). Single Mode, 
Time Attack and Split-screen Two-player. 

Gameplay is similar to WipeOut with a bit more 
maneuverability. To help in this area, most of the cars 
have flaps that extend out on the turning side to help 
tighten corners. Turbo boost is done with a button 
combo but can only be used coming out of the corners. ^ 



Previews 












Fighter's Destiny 


will be 
very inter- 
esting to see 
how the finished 
product turns out. | 


Destiny 
Turns Dn 
the N64 


Jokers steal your skills unless 
you defeat them in battle. 


Brush up on you 
the dummy in 


F ighter’s Destiny is a 3-D fighting game 
with io regular characters and a bunch of 
hidden ones -— ranging from a clown to a 
Middle Eastern wrestler. In some of the 
game’s other modes, you’ll face bizarre 
opponents tike a cow (yes, that’s right— 
COW) and a training dummy. 

The setup is similar to that of Virtua Fighter—you 
fight in a ring (of variable size) and the goal is to knock 
the other guy out as many times as possible. The 
graphics are smooth and move very fast, giving the 
game that arcade feel. 

Gameplay is different from most fighting games 
though. The action is points-based, meaning that each 
attack or knockdown gets you a certain amount of 
points. For instance, a “ring out” is only worth one 
point, so it’s not advantageous to just knock your 
opponent out of the ring and be done with it. Using 
special attacks and combos will get you more points. 
The game also lets you adjust the amount of points 
that each attack gives you, so you can customize the 
game to get rid of cheap wins. 

You can use either the analog or digital pad to con¬ 
trol your fighter, and configure almost every aspect of 
the game. There are plenty of modes to play, too. It’s 
got a One-player, Training and Vs. Mode, but Fighter’s 
Destiny has other modes that are not so common for 
fighting games. Record Attack is an endurance mode 
(with three categories—Survival, Fastest and 
Rodeo). In Survival, you’re pitted against 
opponents in a fight to the finish. As the 
name implies, Fastest Mode is based 
how quickly you can defeat your oppo¬ 
nent, and Rodeo is a battle to si 
can stay in the ring. 

The game’s Master Challenge 
ilso vastly different from your 
rrage fighting game. You fight 
of a certain skill or 
move. Your moves 
then be saved onto 
the N64 ’s memory cartridge 
and used against a 
friend and their cus¬ 
tomized fighter. 

Developed by Genki/ 

Imagineer, Fighter’s Destiny 
looks like the best fighting 
game for the N64 so far, 


Using special moves and combos ir 
Destiny will gain you more points. 


Wetrb 


After gaining skills in the Master 
Challenge Mode, you can save your 
traits and battle a friend. 


Wetrix is an imaginative puzzle 
game reminiscent of Tetris, only 
instead of stacking boxes the object 
is to build walls and barriers on a 
floating 3-D platform. If done cor¬ 
rectly, the falling pieces will stack 
up to form little corrals in which 
water will gather as it periodically 
falls from the sky. The more water 
that drains out due to faulty pools 
the quicker you lose. 

Along the way you'll have to deal 
with falling bombs, fire, ice and 
mines. Use these elements to patch 
or blow holes in your pools or just 
wreak havoc on your opponent. 
As the game progresses, pieces will 
fall faster with water coming in 
quicker intervals. 

Alternate modes of play include 
ice-covered platforms, variable 
landscape and random holes. Two- 
player Split-screen Mode offers a 
straight-ahead race for survival 
with the player who fills their drain 
first losing. 

The only question now is how long 
can cool new games like this one be 
spawned from the Tetris archetype? 


Look at the pretty rainbow...n 
they thought of everything! 




Two-player adds the 
bonus of controlled bomb¬ 
dropping to help slow your 
opponent’s progress. 


NINTENDO 64 
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Sports 

is: www.infogrames. 












Call 1-888-625-2876 to purchase the SA-VA7 speakers and you’ll receive the Playstation" 
Underground 1 " CD Magazine, a CD carrying case, and a Sony baseball cap. 


Get the point? This magazine is loaded with reasons why you need the SA-VA7 

speakers-a sound system that can rattle your inner organs. It’s 17 inches of 
the most realistic sound projection you’ll ever drool over, Bib sold separately. 


www.sony.com/sava 








Its a deadly 

international mission where your ’ 
jjgPuy chance of survival will be your precision 
gun control, your razor-sharp aim and your 
impeccable sense of style. Good thing j 
you’re James Bond. In the new GoldenEye jj 
t for N64, you’ve got a 360-degree range, JH 
p 18 weapons and a license to kill. j jH 
Hope your tux is pressed. 







Some levels leave you in 
the dark, at least until you 
find the light switch. 


does the occasion¬ 
al radio chatter 
from other 

Burning Rangers 

monsters and the, 
flames them 

selves, you'll bat¬ 
tle robots and 
other unfriendly 
station residents. 
Your ranger can 
wield five types of 
firefighting 
weapons, such as 
foam cannons and 
gas grenades, 
which you can 
power up by hold¬ 
ing the Fire button. 
Numerous traps— 
including collaps- 
ing floors and. 
“xplocfi'ng cams- 


5 flashlights to push back the darkness. 

Burning Rangers may not look as cutesy as 
Naka, and his Sonic Team’s previous efforts, 
but it does pack all the trademark touches. 
You collect the apparently mandatory rings, 
and—just as in NiGHTS—you receive a grade 
for your rescue and firefighting efforts,: at'the 
end of each level. Fans of Naka’s other titles 
certainly won’t be disappointed. 0 


many stores have been dis¬ 
counting Saturn hardware in 
anticipation of a weak holiday 
sales season (Target dropped 
to $119 and EB dropped to 
$129-and by the time you're 
reading this there may have 
—been more drops). If 
/fjKvv you've been holding out, 

V J now might be the time 
yO/ to take the plunge. 


ters—pop up throughout the station, a 
To complicate matters, hostage locations are 
randomized each time you play, 

Burning Rangers uses a supercharged 
NiGHTS engine, so it looks and plays a little 
like the ground-based portions of NiGHTS. 
Yet Burning Rangers has the Saturn perform¬ 
ing tricks through software that the system’s 
hardware was never designed to do. The 

















IPSYGNOSISI 


Colony.Wars ranks as the 
best space combat game 
on the"PlayStation." 


CRY FREEDOM 


Elast the chains of slavery straight to Hell. Join the rebellion and fly t 
hottest ships in the stars. You'll master six unique craft in your quest, ea 
with different flight characteristics and weaponry. You'll fly more than 
unique missions, success or failure determining a destiny that lies along o 
of five different paths. The cost of freedom is high. Are you willing to pay 










fV? I've jumped 40-foot gaps. 

'Coptered into virgin chutes. 
But now, l‘m not riding for kicks. 
I'm riding for gold, in Nagano.- 
And you're cutting 
my groove. 

Shred it. 
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• Breath of Fire III 

• R-Types 

• Master of Monsters 

• Tekken 3 

• Bushido Blade 2 

• Rascal 

• Riven 

• Alien Resurrection 

•C 



Breath of Fire III 





With the success of the platinum- 
selling FFVII, the Japanese RPG flood 
gates should open, let 'em flow! 

Sony also enjoyed plenty of suc¬ 
cess with their Power Price line 
of software. Consumer reaction 
to the Power Price games were 
overwhelming, especially during 
Christmas. Some of Sony's 
best-selling games like Game- 
Day ’98 and Crash Bandicoot 2 
outsold the competition because 
they undercut their price. With 
a worldwide installed hardware 


Yep,just 


average day 


est—saving 


R emember Breath of Fire back 
in the days of the Super 
NES? Well, the popular 
series is now making its way 
onto the PlayStation. And 
with the update comes nice- 
looking 3-D graphics and a 
, among other features, 
s a healthy dose of plotline 
pick up the controller. Even 
in the beginning of the game, you can see 
that this isn’t like the old Breath of Fire- 
polygon graphics and neat-o effects 
" the screen as a dragon lets 
on some baddies (you 
■ dragon), 
are two different 
views: the map view and 
an area view. Although the 
map view is not quite as 3- 
D as the area map, it’s still 
in an isometric view. While 
in the world map, you can 
around to various loca- 
such as towns, moun- 
and dungeons. When you 
place you can enter, you 
or simply get info, 
is different from the world 
map in that it uses 3-D polygonal graphics. 
The characters are still 2-D but nearly every¬ 
thing else in this view is polygonal. When 
you run into an enemy, you don’t go into a 
special fighting screen, your characters) sim¬ 
ply spread out into attack formation and the 
battle begins. 

While in the area map view, each character 
has a unique action that he/she can perform 


Train rides are supposed to be fun, but in this case, 
it’s just a one-way ticket to hell! 

while walking around. For example, Ryu can use his 
sword to slash through the shrubbery to unveil 
a secret bag of gold or other goodies. More to 
come later. @ 


The 3-D graph- 


to the Breath 


boys from 
fire-breath¬ 


ing dogs. 














Viva Las Punky Gettin’Vertical Aggressive Moves! Tomb Wader 


Over 30 huge levels with multiple pathways and bonus levels! 
Think you’ve played it all? 

Think again! 

Action packed - in the air, on land and underground, in the water too! 

Thrash, skate, dig, glide and jump past legions of mutant mice! 
Filled with that classic 2D action that everyone’s been talking about! 









ASCII Entertain 
SystemSoft, Ini 


www.eldoslnteractive.i 


Web Address: www.asciient.i 


Following in the tradi- — jp* , 
tion of their latest hit, P 69 I pT" 

Fighting Force, Eidos is 1 ‘ | _ 1 

bringing out yet anoth- 

er 3-D action game -mSj 

with its roots grounded Wr^ 1 
in the days of classic Bp- ,, ' <S5j| 

side-scrollers. Ninja *- g. /; , , Jia 
takes conventional 
arcade action and put;, 
it in an open 3-D envi¬ 
ronment, with complete freedom of movement. 
Gameplay primarily consists of jumping on platforms, 
avoiding traps and fighting ninjas and monsters of the 
Orient. We’ve only seen early levels so far, so we’ll keep 
you posted as we get updates. 


PLAYSTATION 

R-Types 


Publisher/Developer Players/Genre % Done 

85 


The Classic 
Space Shooter 
Returns 


R-Type Delta will feature 
2-D gameplay with 3-D 
modeled backgrounds. 


dSk fter a long break, Irem is back in business 
with their first PlayStation game, R- 
JJf ill Types. R-Types isn’t an all-new shooter 
though; instead, it’s a compilation disc 
containing the full arcade versions of 
or '§' na t R-Type and R-Type li (the 
® latter of which has never been 

released on a home console—the PC Engine version of 
R-Type II is merely the second half of the original R- 
Type, which at the time didn’t fit on one HuCard). 

Both R-Type and R-Type II will be too percent perfect 
translations of the arcade originals, and as a special 
bonus, Irem is adding all-new rendered FMV 
sequences to the games. Even better though, they’re 
including a demo moyie of their brand-new upcoming 
PlayStation R-Type sequel, R-Type Delta. R-Type Delta 
will retain the classic 2-D gameplay of the older R-Type 
games, but with 3-D backgrounds and dazzling graphi¬ 
cal effects (similar to Philosoma or Einhander). From 
the limited amount of screens that have been released, 
it looks like R-Type Delta is still quite a ways off, but 
what we’ve seen so far certainly looks impressive. 

R-Types is due to be released in February in Japan. 
No U.S. plans have been announced yet, but hopefully 
someone (Working Designs maybe?) will pick it up for 
a U.S. release soon. The shooter market needs some 
rejuvenating, and bringing back true classics like the 
R-Type games is just the way to do it. ^ 


R-Type is known for 
its awesome Boss 
characters and 
challenging play. 


Master of Monsters 


Master of Monsters will return to 
the gaming forefront in a bright new 
32-Bit incarnation early in ’98. The 
former 16-Bit strategy game will 
boast several new features including 
impressive 3-D battles (hopefully) and 
a ton of new terrain to conquer. 

This turn-based strategy game will 
challenge you (or up to four players) to 
take command of your own race of 
. home-bred monsters and turn them 
| against anyone or anything that 
H stands between you and world con- 
■ quest. Points and experience are 
gained by roaming new territories 
f with the intention of taking them 
over by means of battle. Of course, 
your monsters do all the dirty 
, work for you because you are 
| the Master of Monsters!!...or 
v?; ' at least you're trying to be. 

.Eight different characters 
* - are available, each with 
•' 1 | his/her own strengths 
and summoning abilities. 
| Look for a full report in the 
I coming months. 


Publisher/Developer Players/Genre % 
































IT'S A SIMPLE PROPOSITION, REALLY. JUST USE THOSE STRATEGIC POWERS IN THAT NOG¬ 
GIN OF YOURS TO OUTSMART AND DESTROY THE HUMORLESS GEOMETRIC BLOCKS AS THEY 
COME CRASHING TOWARD YOU. OR BE SQUASHED LIKE A POTATO CHIP. YOU MIGHT ALSO 
FIND YOURSELF CAREENING OFF THE END OF THE UNIVERSE. IS IT ANY WONDER YOU'LL 
KEEP COMING BACK FOR MORE? 


Only on PlayStation. 


nnnrmfHF 
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Publisher/Developer Players/Genre % Done Release 


PLAYSTATION 


Namco 1-2 w /« 3rd Qtr. 

Namco Fighting Pl ' rt 1998 

Web Address: www.namco.com 


Tekken 3 



W jf hen the two previous install- 
f ments of the Tekken series hit the 
PlayStation, they had one thing in 
common: Both were improved over 
the arcade version. Still, we had our 
doubts over whether Tekken 3 
would make an equally stunning 
home translation. From what we have seen so far 
(admittedly, only screen shots), the game looks nearly 
arcade perfect. 

Tekken 3’s story starts where Tekken 2 left off— 
at the final battle with Kazuya (and Devil). Heihachi 
■ has gained control of Kazuya’s Mishima conglomerate 
and is now helping to settle wars and aiding third- 
world countries. During an archeological dig in Central 
America, Heihachi’s workers dig up a mysterious 
life-form. Heihachi knows not what it is because 
communicatiorvis lost. When he gets there, all that is 
left are coroses. 


Many of the old stars of 
Tekken came back. Of 


Fists of Iron 
and a Whole 
Lot More 


Tekken 2 has 
sold more than 
3 million units 
worldwide. 
They’ll more 
than likely sell 
one more, since 
Crispin just 
broke his copy 
into a million 
pieces due 
to extensive 
gambling debts. 
Yes, it's an 
addiction. 


Like Tekken 2, the KOs still look as painful as ever. 
Should “Beard-O” Paul be knocking down girls like that? 


As the strange story continues, Heihachi comes to 
conclusion that he must hold another King of Iron Fist 
Tournament. As fighters gather to challenge one 
another, so will PlayStation owners. Of course, no one 
will die (or hopefully even get hurt) when they fight 
each other on the PlayStation: ^ 

Tekken 3 has an improved graphics engine, 
lighting effects and more detailed.. characters. The 
backgrounds have also been improved, with all the 
pseudo 2-D buildings and structures'of the arcade 
game. Of course, the PlayStation version will have a 
rendered intro along with ending cinemas for each of 
the characters. 

We should also put to bed rumors of Tekken 3 need¬ 
ing an add-on to work properly. Mike Fischer, Namco’s 
director of marketing, says that no add-on will be 
needed to enjoy the PlayStation version of the 
arcade hit. “The development team is really push¬ 
ing the limits of the PlayStation,” commented 
Fischer. “Tekken 3 will showcase what the system 
is really capable of doing.” 

But is the system capable of reproducing 
the visual pizazz of the System 12-based 
arcade game? We’ll let you know when we get a 
playable version. £ 









See Wo Evil... He<ir Wo Evil... 





Arvue^ wi'tk d RiHcr bvttt 
mA d bodtlod^ of b(z<(irrc 
weapon*, you’re KldyweM., 
tke Idft <Uy dfti'oi kero. 
Khm. )nvnp. Butt-tfonwce. 
lUpedt mti\ you fdve vjour 
beloved koweworM frowi tke 
evil vi'IUi'm KI099 dud. kif 
SkullwoMkey wit m 10m t. 


Unleash deadly emissions— from the 
Fart-Head to the almighty Universe Enema. 


Give your thumbs a rest with 

bee-yoo-tce-ful cinematics! 


Over 90 levels hand-crafted in 
high-tech, superfly, 3-0...CLAY! 


(rufk tvil 
With Your futt 














Adventure 


December 

1997 


Puzzle/Adv 


In March, Psygnosis will be 
bringing out a new 3-D game 
unlike anything you've seen 
before. This impressive-looking 
title will contain a bagful of tech¬ 
nical tricks, giving it a hi-res look 
in low-res, at 60 fps. 

The game concept also looks 
impressive at this early stage. The 
game has you following the adven¬ 
tures of Rascal, an original Jim 
Henson Creature Workshop-creat- 
ed character. Rascal must rescue 
his kidnapped father, an inventor, 
by travelling through six worlds in 
three different time zones. Each 
of the worlds has a traditional 
|» theme, like Aztec, Wild West, 

Pirate Boat and Castle. But what 
sets this 3-D platform game apart 
from the rest are the different time 
periods. Each world has a past, present and future, giving the 
game a unigue approach to traditional themes (for example, 
the Wild West may have cowboys in the past, but it turns into 
a movie set for the present). 


Riven begins where Myst 
left off. You must aid Atrus 
in a search for his wife 
Catherine who has been 
imprisoned on the island by 
an evil man named Ghen. On 
Riven Island point and click 
your way through 100s of 
detailed rendered environ¬ 
ments, searching for 
clues in 4,000 plus ;vj, 

scenes. Remarkably i 

sizable, Riven is actu¬ 
ally five times the size sitm* 

of Myst and is contained 
on five discs. Aside from V. ,/ 

the trademark graphic I 
splendor and challenging 
puzzles, Riven takes the 
series to the next level by 
including several anima¬ 
tion seguences ranging from roller-coaster type adven¬ 
tures to psychedelic underwater excursions. 

Although not your average game, Riven has the poten¬ 
tial of becoming a cult hit on the PlayStation. Gamers 
should prepare for a major puzzle experience. 


PLAYSTATION 


Publisher/Developer Players/Genre % Done Release 


Web Address: www.psygnosis.com 

Rascal _ 


Square's Unique 
Realistic Fighting 
Franchise Returns 


Some fighters will 
to battle with two 
for dual-bladed 


W S hile the original Bushido Blade 
f has only been out for a couple 
• of months here in the U.S., Square 
is already hard at work on the 
sequel in Japan. Bushido Blade i is 
well under way, and judging from 
what we’ve seen of it so far, it’s going 
to be a nice improvement to the unique samurai 
brawler that took traditional fighting games to an 
entirely new level. 

So far, 14 characters have been revealed, seven of 
which are new, while the other three are returning from 
the first Bushido Blade (Tatsumi, Mikado 
and Kannuki). There wilfbe a Story Mode 
where you can choose to fight for one of I 
two clans, and there are numerous game- 
play enhancements planned, including 
faster, smoother play, better defensive tac¬ 
tics, two-sword fighting and more. In addi¬ 
tion, there are more unique fighting 
stances for each character, there are only 
two attack buttons now and there’s a heav¬ 
ier emphasis on the story in the Story 
Mode (now known as the “Top Mode” in 
BB2). This one’s still early, but already it’s look- Bushido Blade 2 will feature 
ing hot. We’ll have more on BB2 as it develops. In at least 14 characters, many 
the meantime, start sharpening your Nodachi...® of which are new. 


Like the Japanese original, 
Bushido Blade 2 will support 
Sony’s analog pad. 


Pttblisher/Developer 

Psygnosis 
Traveller’s Tales 


Players/Genre 
























PLAYSTATION 


Publisher/Developer Players/Genre 

% Done 

Release 

Konami 1 

on 

March 

Appaloosa Action 

oU 

1998 


Web Address: www.honami.com 




This newest compilation from 
Midway showcases some true 
classics. None of these games 
were low key in their time, and 
most are still remembered 
today by older gamers. 

This edition includes Crystal 
Castles, Marble Madness, 
Gauntlet, Millipede, Paperboy 
and Road Blasters. Our very 
early beta doesn't support 
analog controls f ‘ 
would be nice for I 
Madness or Millipe 
multiple players (bi 
Gauntlet screen 
show room for mon 
one player). This 
change as the 
approaches release. 




Publisher/Developer Players/Genre % Bone Release 


Publisher/Developer Players/Genre % Done Release 


After Contra: Legacy of War, 
fans of the long-running 
Konami series were itching to 
get a game that captured the 
classic feel. If all goes right, 
this game will.be successful in 
bringing the series back to its 
rightful place. Not much is 
known about “C” at this time- 
not even if the game will 
be called Contra-but ifroip 
the screen shots, it looks as 
if the game will be a combination of 2-D and 3-D levels 
with rendered backgrounds and enemies. The game 
is currently 30 percent complete, and Konami 

is hoping to jaBR. 
release the jreBfWPi 
game in March. 


y Fox Interactive 1 2nd Qtr. 

Argnonaut Action rl ' H 1998 


Web Address: www.foxinteractive.com 


The Fifth Element 


Alien Resurrectioi 




The only shots available are 


Science-fiction movies lend 
themselves to video games, so 
it’s no surprise that early 
screens are already appearing for 
the PlayStation (a Saturn one is 
also under development) version 
of Alien Resurrection, the game. 

This third-person, 3-D action 
game takes place in the Alien- 
infested corridored environment 
of the research vessel Auriga. 
Players will command five differ- 






Another movie- 
inspired game has 
.arrived. The Fifth 
Element contains 
elements that will 
come as no sur¬ 
prise for many 
gamers. To draw a 
comparison, our 
early glimpses of 
the game reveal 
Tomb Raider-iike 
room-lo-room adventuring along with combat action rem¬ 
iniscent of Nightmare Creatures. Large polygonal cnarac- 
iters romp through 3 D buildings, city streets arid land¬ 
scapes displayed in the ever-popular third-person per¬ 
spective. Playing as Korben or Leeloo, you must do your 
best to rid these areas of evil forces using several combat 
weapons including rifles, handguns and big blasters, not 
to mention your dukes. 

It’s not clear how closely 
follow the actual 
line, : but if it stays true 
to past movie-inspired 
games, it will shed all 
semblance of a plot and 
leave you with an all-out 
kill test. Just use your 
imagination and pretend 
you’re Bruce Willis... 


















* tho Man" Randy Savage, 
e * Lu ger,S m ,l ic Flair, 
n S> The Giant, Dean Malenko, 
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Publisher/Developer Players/Genre % Done Release 

Capcom 1-2 n/v 1st Qtr. 

Capcom Fighting 0U 1998 

Web Address: www.capcom.com 


Game Directory 

• Rival Schools United 
By Fate 

• Last Blade 


about this? Keep going to the 
arcades! Our cash support in the 
form of quarters will help make sure 
that companies will be bringing 
home the most (financially) popular 
arcade hits The home translations 
are almost always flawless, and they 
manage to add options not available 
in the original release 
Coin-op companies don’t need to 
worry about lost business since 
arcades continue to stay one step 
ahead of the consoles in 
terms of technology. They 
merely need to push the 
76 J envelope of quality. 


Mortal Kombat 4 has been in the 
arcades for a few months now, and 
we just heard from Midway it may 
come home as early as March, with 
home conversions of NFL Blitz and 
Bio-Phreaks to follow. Some compa¬ 
nies take a little more time (Tekken 
3), but for the most part, companies 
are still feeding off the “arcade fren 
zy” of a game when they announce 
the console release. 


1PLAYSTATI0H 


Dies 


MGM Interactive announced that 
it will be publishingTomorrow Never 
Dies. The game begins where the 
movie leaves off by letting you play 
through an original screen-written 
story, while interacting with Bond- 
inspired characters. The action of 
the game is reminiscent of past 


be meshed together with cinemas. 
The finished product will have at 
least five styles of play that include 
skiing, driving and fighting levels. 
They will be playable through first- 
and third-person views. TND’s 
scheduled release is fall ’98. 


Rival Schools United By Fate 


Rival Schools United By Fate is Capcom’s lat¬ 
est 3-D fighting game. Due out the first quarter 
of 1998, RSUBF is the first game to run on the 
brand-new Capcom PS-1.5 arcade board. (It’s 
basically an updated version of the original PS 
arcade board used with. Star Gladiator and 
Street Fighter EX.) 

The story of RSUBF goes as such: Near the 
turn of the century, high school students are 
being mysterious¬ 
ly kidnapped by 
an unknown 
force. Four high 
schools have to 
fight it out to 
solve the mys¬ 
tery. The stu¬ 
dents must 
oppose a pow¬ 
erful enemy 
that even the 
police can’t 
The gameplay touch. And so they rise to the 
in RS is as fast occasion to take matters into 
and furious as their own hands, 
any 2-D game. The gameplay in RSUBF is 
a combination (so to 
speak) of other popular 


Capcom games. The Chain Combos, Supers and 
Alpha counters (Tardy counters in this game) 
are straight out of SFA and the Team attacks 
reek of X-Men vs. SF. Players choose two char¬ 
acters from one of the four high schools, and 
the characters can be 


switched between 
rounds. Some of the 
characters range from 
baseball and soccer 
players to school teach¬ 
ers and a school girl 
bearing an uncanny 
resemblance to Sakura 
from SFA2 and SFEX. 

There are 14 selec¬ 
table characters and all 
the character artwork 
has been illustrated by 
Bengis, Capcom’s top 
staff artist. Look for 
a PlayStation version 
of RSUBF sometime in 
the future. ^ 


Last Blade is SNK’s latest Neo»Geo offer¬ 
ing. The gameplay is similar to Samurai 
Shodown with weapon-to-weapon combat 
and projectile attacks. It’s so similar to 
Samurai Shodown that fans 
of the series should be 
happy with this game until 
SS4 hits the arcade scene. 

Last Blade also features a 
“Rage Meter” used for 
stronger basic attacks and 
Super attacks. Each charac¬ 
ter has six basic attacks 
(short and long range) 
which are accessed with the 


first three buttons. The fourth button is used 
for the “Shadow Block” (a form of counter 
attack). There are 10 characters to choose 
from and three Boss characters. 


Super combos play a big part in Last 
Blade. That’s a hell of a big bell. 


Fans of fighting games with 
projectile attacks will feel 
right at home. 
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VIDEO GAMES: SNES 
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VIDEO GAME HINT BOOKS ] 

Donkey Kong Ctry 3 NOW $14 Playstation Play Gde 2NOW $12 




MK Mythologies NOW $10 

Mort Korn 3 Pckt KodeNOW $ 6 
Mort Kombt 3 Play GdNOW $11 
Nint 64 Pocket Gde 2 NOW $ 7 
OddWorld Abes OddsyNOW $11 


Super Mario Kart R NOW $10 

Tekken 2 Official NOW $13 

Tomb Raider NOW $10 

Vandal Hearts Unauth NOW $12 

WCW vs. the World NOW $14 


BOARD GAMES 





GAMES 


KQ8:Mask of EternHy 01/99 » 


Battletech Starter 
Dr Who Starter 





‘DEATHTRAP DUNGEON’ This ultimate dungeon thriller 
is based on the fantasy gamebook series and offers 10 
tortuous levels of combat. Armed with swords, mis¬ 
siles, muskets, magic spells and more, you can fight 
solo or multi-player combat in an eerie dungeon atmos- 


RESIDENT EVIL 2’ Join rookie-on-the-job Leon 
Kennedy as he sprints through the chaos of streets 
littered with defiris. Pursued by zombies, he must make 
it to the Raccoon City Police Headquarters. The head¬ 
quarters equals Resident Evil's mansion in size and 
possesses the same creepy ambiance. 

Capcom (Adventure) 

Release Date: 1/98 PSX $52 


'BREATH OF FIRE III' Immense environments allow 
viewpoint rotation to reveal hidden pathways, items, 
secrets and powerups. Find the secret of the Dragon 
shrines or become an apprentice to learn- magic and 


special abilities 

Capcom (Roleplaying) 
ease Date: 1/98 PSX $44 


‘POWER WHEEL' was designed to bring realism and 
playability to the video game player. Provides smooth 
four direction shifting. Brake and gas pedals provide a 
realistic feel and are ergonomically designed to be used 
either sitting or standing. Steering column can be 
adjusted for correct height. 

Game Source (Hardware) 

Release Date: NOW PSX/SAT $52 
‘LUNAR SILVER STAR’ Join Alex as he begins a quest 
to save Lunar from the Magic Emperor. Explore 
dungeons and fight terrifying monsters as you advance 
toward the explosive combat that will keep |f|l 



'MAGIC KNIGHT RAYEARTH' Three Japanese school¬ 
girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes of audio. 
When you talk to characters in the game, they reply! 

Working Designs (Roleplaying) 

Release Date: 2/98 SAT $52 

'MORTAL KDMBATiMYTHOLOGIES’ The Mortal 

Kombat saga continues with an all new storyline. 

mies while exploring 8 new worlds. Real-time 3D light¬ 
ing, fully rendered 3D characters. 


Midway (Adventure) 

Release Date: NOW PSX $46, N64 $76 
‘DIDDY KONG RACING ' While focusing on high-speed, 
entertaining racing action, Diddy Kong Racing also 
throws in the works by adding a large dose of adven¬ 
ture and exploration. Diddy Kong and seven other char¬ 
acters will race through a total of 20 beautiful 3-D 
courses with rivers, waterfalls, tunnels, canyons, lava, 


Release Date: NOW N64 $54 


'WARHAMMER' Become a fearless commander- paint¬ 
ing and assembling mighty fantasy armies to do battle 
on the tabletop. Warhammer provides you with the core 
regiments of two armies, the valiant Bretonnians, and 


Games Workshop (Board Game) 
Release Date: NOW BG $65 


‘MAGIC THE GATHERING 5TH EDITION’ This deck 
contains 60 tradable game cards, rand@«ti:ly assorted, 
plus a rule book. Each player must have a deck. This 
deck may be enhanced with more cards sold in 
booster packs. 

Wizards of the Coast (Card Game) 

Release Date: NOW CG $7 


'DEADLANDS' The year is 1876, but the history is not 
our own. In this Weird West Roleplaying game, players 


Scientists armed with weird, steampunk gizmos, 
deadly Gunfighters, fearless Indian braves and wizened 


Pinnacle Entertainment (Pen/Paper RPG) 
Release Date: NOW RPG $22 
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INTRODUCING THE FIRST GAME YOU CAN PLAY WITH THIS JOYSTICK. 











BETTER GRAB YOUR LIGHTSABER. JEDI KNIGHT™: 
DARK FORCES® II CONFRONTS YOU WITH THE | 
JOYS OF JEDI KNIGHTHOOD. INTER-GALACTIC j 
ASSASSINS ABOUND ON SINGLE AND MULTI-PLAYER 3-D | 
LEVELS, EACH WITH THE SINGULAR INTENT OF PUTTING I 
YOUR SKULL ON A STICK. AND THERE'S NO JOY IN THAT. ' 


■ TAIL WART- 



—-BARK FORCES II - 



.Lucasarts 










One of the hottest 
games for the PC is 
finally making it to the 
PlayStation. Look for a 
full preview of this com¬ 
pelling dungeon game in 


Psygnosis has been 
known for their 
eye-popping visuals. 
Hopefully, they can 
bring their technical 
skill to their new 3-D 
platformer, Rascal. 


ing 


soon 


Compiled by: John Stockhausen 


NINTENDO 64 


Yoshi’s Story is one of 
the most-anticipated 
platform games. Does 
its 2-D gameplay live 
up to expectations? 


From the creator of 
NiGHTS comes Burning 
Rangers. This new Saturn 
game places you in 
the role of a fancy, 
futuristic firefighter. 


SATURN 

Dead or Alive Tecmo Feb. Fighting 

Pan^Saga Sega March Act/Adventure 

house of the Dead Sega April Shooter 








Reversals 
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Illustration by Jerry Blank 





D im lights. Rows of Defender and Joust machines. 

Greasy Galaga gurus in concert T-shirts. A jangled 
jingle of Pac-Man waka-waka and Centipede 
thump-thump-thump. Given the average age of an 
EGM reader, all that’s the stuff of arcades back 
when you first caught your fingers in Missile 
Command’s trackball, back in early ’80s suburban 
game-room land. 

Then you grew up. And so did the arcades. They 
grew in size, from cramped mall niches to today’s 
arena-size “Family Entertainment Centers,” as the 
industry calls them. They grew in content, with Final 
Fight sharing floor space with ticket-spitting Skee-Ball and Wack- 
a-Mole, as well as virtual-reality gizmos, massive ride games and 
bumper cars. And although the $7-billion-a-year coin-op industry 
has remained stagnant since the late ’80s, we’re seeing a boom in 
bigger, flashier, more expensive arcades. We’re seeing 30,000- 
square-foot location-based entertainment (LBE) centers—anoth¬ 
er industry tag-pop up across the country, including Sega and 
Steven Spielberg’s GameWorks centers and the immensely suc¬ 
cessful Dave & Buster’s chain of arcades for adults. 

Meanwhile the smaller, independent game rooms struggle 
to survive. 

What gives? Where are all the dark, no-nonsense arcades 
of our junior high hangout heydays? Why does every game 
room pack Mortal Kombat and Street Fighter right alongside 
Skee-Ball, plush prizes and other seemingly opposite entertain¬ 
ment experiences? And are these huge LBE centers inevitable in 



at the Evolution of Arcades 


the continuing evolution of arcades? 

The answers lie in the ups and downs of the industry. They lie 
in the way arcade operators try to lure in mom, dad and little sis— 
the typical teenage male—over the years. They lie in the 
arcadegoers seemingly yearn for a one-stop spot for all their 
eating and even shopping and movie-watching needs, 
to get a bird’s-eye view of the entire process, you have to go 
back-way back-to the very, very beginning. 


Four Score and 10 Years Ago... 

Before Pong, before pinball, before the suburbs and malls and 
there was that one breakthrough sensation that 
coin-op industry, and it came way back in the 1880s 
first coin-operated machine that took the world by storn 
vas called Nickel-in-the-Slot,” said Marcus Webb, editoi 
of RePlay magazine, the coin-op industry’s main trade publi 
:ation. “It was a variation on the Edison Dictaphone, and il 
was the forerunner of today’s jukebox.” These bulky 
machines played prerecorded songs and speeches 
that were stored on interchangeable tubes (the entire 
recording industry as we know it today was created tc 
support the Nickel-in-the-Slot phenomenon). Although 
hardly hi-fi, Nickel-in-the-Slot created such a stir that lis 
parlors began sprouting across the country, in cities 
resort areas and amusement parks. These were the grand 
daddies of the modern arcades, and the newborn coin-op 
industry boomed. 

in 1906 came the Victrola phonograph, a $7 machine 
delivered the same experience in your living roorr 
Nickel-in-the-Slot. Suddenly it was like fast forwarding 
years into the future, when the Nintendo Entertainmeni 
System offered gamers a cheap way to bring home pixel-perfect 
translations of arcade games. “The Victrola killed the Nickel-in 




Miyamoto to the Rescue 

Nintendo’s mega-hit Donkey Kong 
was actually built atop a spectacular 
failure—the game Radarscope, which 
Nintendo brought to the U.S. in 1980. 

It was a dud. So, to salvage the huge 
inventory of Radarscope machines 
gathering dust in a New Jersey ware¬ 
house, Nintendo charged a young staff 
artist named Shigeru Miyamoto with 
designing a game that could run on the 
Radarscope hardware. 

His creation was Donkey Kong, which 
became Nintendo's first blockbuster. Yet 
it wasn’t until 1982’s Donkey Kong Jr. that 
the game’s plumber star was named 
Mario, in honor of the leasing manager 
of Nintendo’s warehouse. 


the-Slot business,” Webb said, “and so all these guys 
who had these locations ran out and got all kinds of 
novelty machines to fill up the place and keep attract¬ 
ing people, and that’s where the original Penny 
Arcades came from.” These gadgets-mostly fortune 
tellers, peep-show viewers, love testers and crane 
machines-are familiar even today, and they were so 
popular they spread out of the inner-city arcades and 
resorts into bars, tobacco shops and grocery stores. 

They were also the first in a series of “Next Big 
Things” that kept the industry afloat through a series 
of broadside bashes. Pin games, pinball’s flipperless 
precursor, drew a steady stream of down-and-out cus¬ 
tomers during 1930s Depression-era America. 

Pioneering companies such as Gottlieb and Bally pro¬ 
duced most of these simple machines, just as pioneer¬ 
ing arcades such as Playland and Sportsland began 
popping up in major cities. Besides pin games, these 
arcades featured Skee-Ball, claw games and other 
novelty machines, yet they were geared more toward adults, 
while children were sent to play in the amusement parks. 

But while the industry made it through the Depression 
unscathed, the 1940s were another story. Across the nation, city 
councilmen and county commissioners—eager to combat the 
alleged evils of slot machines and other games of chance—began 
banning all coin-op amusements. “Suddenly many arcades closed 
their doors,” said Roger Sharpe, who has been involved in the 
industry for more than two decades and is now Williams’ director 
of marketing. “Some remained with just 
Skee-Ball types of entertainment and 





Girl Power 


Atari’s Centipede was the first 
arcade game to attract more women 
than men. So maybe it’s no small coin¬ 
cidence that it was also the first arcade 
game designed by a woman—Dona 
Bailey, who created the insect-blasting 
masterpiece with Ed Logg. 


fortune tellers and the like.” 

But arcade owners had little time to worry about the ill effects 
of city ordinances. America’s need for World War II war machines 
delivered what at the time seemed the coin-op industry’s 
death blow. “The majority of manufacturers during the 
war wound up changing over their production lines 
from games to building war materials, bomb sites Jr 
and the like,” Sharpe said. By the mid-’4os, coin- g 
op-machine manufacturing was nonexistent, M 
and arcades nationwide closed their doors as m 
business nosedived to an all-time low. I . % ■ ' 1 

After WWII and the Korean War ended, the 1 
few companies still able to manufacture coin-op % «\ 

games, as well as the few surviving arcades- \ 
the Playlands, amusement parks and resort game 
rooms—were rewarded with another innovation 
that jumpstarted the dying industry: the pinball flip- 
per, which brought about pinball as we know it today. 

Through the ’50s and ’60s, pinball became the most important 
machine in coin-op, with new arcades opening across the country 
to ride this new tide of success. But even more monumental was 
something that had been brewing since the close of WWII, when 
babies began booming and families started craving more space 
than cramped cities could provide. The history teachers call it 
suburban sprawl, and with it came the retail fortresses that 
defined suburbia. 

“Suddenly you have the phenomenon of the shopping mall,” 
Sharpe said, “and by the early and mid-1970s, what the shopping 
mall became was the place to go not only to shop but also for 
entertainment. Most malls built movie theaters. Many started to 
increase and improve their food services, so you wound up with 
the phenomenon of food courts.” The bright idea of sticking 
arcades in malls, of wedging them between the multiplex and the 


Bad Dreams, Man 

When Dave Theurer, the creator of 
Missile Command, set out to design 
Tempest (originally called Vortex), he 
wanted it to be a first-person take 
on the Space Invaders formula. 
But no one at Atari seemed 
\ keen on the prototype 

game he’d come up with. 
\ After struggling with 
1 some other concepts, 
1 Theurer was unsure of 
fl his project’s future. 

S Then he received a 
g creative boost from an 
jg unlikely source—a night- 
mare. In it, creatures were 
clawing up at him from a tun¬ 
nel in the earth, and as hard as he 
tried he couldn’t defend against them. 
The next day, he went into the lab and 
soon had a similar scene playing out on 
the game screen. His nightmare had 
become Tempest, considered by many 
as one of the greatest arcade games of 
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indoor McDonald’s, seemed a no-brainer. Sure enough, arcades 
migrated into the malls’ climate-controlled interiors at the begin¬ 
ning of the ’70s. 

Pinball was still the primary draw, but other, more sophisticat¬ 
ed machines such as shooting galleries, bowling games, air hock¬ 
ey and elaborate electromechanical devices that had players con¬ 
trolling model planes or driving race cars also snatched quarters. 
The game rooms were so successful that arcade chains began 
their mall-to-mall expansion, with the Time Out centers starting in 
New York, Bally’s Aladdin’s Castle spreading through the Midwest 
and Sega’s Kingdom of Oz opening on the West Coast. 

And then, in 1972, a strange-looking coin-op called Pong- 
developed by a newly formed company named Atari—began 
raking in quarters at a Sunnyvale, Calif, bar. 

The Golden Age... 

Pong wasn’t the first coin-operated video game (that honor 
goes to Computer Space), but it was the first whose popularity 
went supernova. Video games joined the pin game and the pinball 
flipper as the Next Big Thing in the coin-op industry. “Here was 
this introduction of a totally different technology that never exist¬ 
ed before,” Sharpe said. “It brought a whole new generation of 
people curious to see how they could interact with the TV screen.” 

Pong’s stellar success was followed by hit after arcade hit. 
Taito’s Space Invaders. Atari’s Asteroids. Namco’s Pac-Man. 
Williams’ Defender. Nintendo’s Donkey Kong. Sega’s Frogger. 
“There was a lot of innovation at that time, and games were sim- 
ause of the technology,” said Nolan Bushnell, 


games v 

a broad walk of life, because there wasn’t any 
built-in learning curve.” 

Bushnell banked on this all-inclusive 
nature of video games in 1978, when he pur¬ 
chased the Pizza Time Theater franchise 
(after selling Atari to Warner 
Communications). With its mix of animatronic 
animals, greasy pizza, birthday parties, Skee- 
Ball, plush prizes and video games, this new 
breed of arcade broke the mold of the dark¬ 
ened mall game room. Bushnell’s franchise 
was an immediate hit that soon grew to near¬ 
ly 300 locations. 

Although Pizza Time Theater (later renamed Chuck E. Cheese’s) 
spawned several clones, most of the arcade industry wasn’t ready 
to copy the chain’s conventions yet. Everyone was doing just fine 
as they were. By 1981, arcades had sprung up in just about every 
mall, many with rows of the same game. They were making 
money, lots of it, more than the coin-op industry had ever seen. 
The arcades earned $5 billion in revenues in ’81, while the coin-op 
industry as a whole brought in $7.25 billion. It was bigger 
than the movie and record industry combined, and it was way 
bigger than the $1 billion-a-year coin-op market of only a half¬ 
decade before. 

Then the whole thing went to hell. 


Invasion of the 
Coin-Abducting Aliens 

Taito’s Space Invaders became an instant 
hit in Japan, where the game was so popular 
that soon after its release, the Japanese 
treasury department was hit with a mysteri¬ 
ous shortage of 100-yen coins. Turns out 
the coins were 
all inside Space 

. ... V Invaders machines. 




The dim, teen-infested interiors of earty-’80s 
arcades were the stuff parents loved to loathe 
(just as they feared letting little Johnny into 
the seedy pinball parlors of the ’50s). But with 
business booming, game rooms in 1981 saw no 
reason to change. 


Not exactly Mortal Kombat, early 
arcade machines were a bixarre lot of 
strength testers, fortune tellers and 
other gizmos that delivered novel 
thrills for about a penny a pop. 


Crash Course... 

Something bad happened to arcades in 1982: People stopped 
going. In one year, the coin-op industry’s revenues shrank by $3 
billion. Suddenly, there were too many game rooms, not enough 
gamers. “By ’82, the shooting match is over,” said Steve Kent, 
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author of Electronic Nation, a forthcoming book on the industry’s 
history. “The big arcades and the tiny ones were the first to go. 
The big guys disappeared because people just weren’t interested 
in going to arcades. And then the spillover, the folks who didn’t go 
to the big arcades would go to the smaller ones, and that was 
enough to keep them in business for another six months.” 

Over the next two years, the coin-op industry continued to slide 
into oblivion. Even Bushnell’s Chuck E. Cheese’s chain went bust 
in 1985, when it was purchased by ShowBiz Pizza Time. So why 
did all the self-proclaimed “Vidiots” who lined up for Pac-Man, 
Asteroids and Defender a few years before suddenly give game 
rooms the cold shoulder? Some industry observers think the coin¬ 
op video game was simply a fad that had run its course. Others 
say the arcade’s early-’8os downfall was tied to the equally dis¬ 
astrous crash of the home console industry. 

“The nail in the coffin was the public’s perception that video 
games were over, and that was all due to the crash of the home 
market,” said Keith Feinstein, president of the video game muse¬ 
um Videotopia. “There was all this news coverage of Atari col¬ 
lapsing in on itself, and Warner reporting huge losses. Then along 
comes the Cabbage Patch Doll. That’s the big Christmas gift and 
the next big story, and that translated into people saying all video 
games are done.” 

Arcade operators once again began the quest for the Next Big 
Thing to lure back their 
shrinking audience. 

Laser disc games pro- HHHHK 

vided a brief resur- I 

gence in 1983, thanks I 

to the success of Don I 


Bluth’s animated dun- \ 

geon romp Dragon’s > 

Lair. But it wasn’t V t 

enough —especially J| — 

when the Nintendo 
Entertainment System 

debuted in 1985 and "-" ffigSaw 

brought true-to-the- SH| JHB 

arcade games home. ' 

Game rooms had to 
reinvent themselves, 

or die. “There was an actual summit meeting of some leading 
industry figures in San Antonio,” Sharpe explained. “They coined 
the phrase Family Entertainment Center, making sure the word 
family was in there so it would be easier to sell. But more impor¬ 
tantly, they promoted the idea that the classic county-fair skill 
game, the shooting games, Skee-Ball, etc., were updated elec¬ 
tronically and brought into arcades. They were called redemption 
games, and you added the element of winning tickets and 
redeeming them for prizes.” 

And so even the mall arcades began adopting Chuck E. 
Cheese’s family-friendly tactics, bringing in cheap toy prizes, 
Skee-Ball and other ticket games, as well as a younger audience. 
Many even began hosting birthday parties in their cramped inte¬ 
riors. The game rooms put on their happy faces. They brightened 
up and became more kiddie friendly, leaving fewer and fewer 
teens to pick game rooms as their after-school hangouts of 
choice. And although no redemption machine ever brought in the 
$900-per-week profits of a hit arcade game, they did earn a 
steady flow of tokens that kept arcades going through the lean 
years of the middle and late ’80s. 

The game room goldrush of 1981 would never return. But the 
industry would see another spike in business soon enough, when 


The Tron Competition 

When Batty/Midway designed 
Tron, it arranged a competition 
between groups of its own designers 
to see who could come up with the 
best concept for the game. One 
design team planned a complex first- 
person vector graphics game to mir¬ 
ror the environments of the film. A 
second group opted to use estab¬ 
lished Midway technology to play a 
collection of five minigames, which 


the movie. 

In the end, the management went 
with the concept based on tried-and- 
true technology, since it had the best 
chance of being completed by the 
deadline. Incidentally, the fifth 
minigame had to be dropped from 
this design due to time and techno¬ 
logical constraints, but it was reborn 
later with better hardware as the 
game s sequel. Discs of Tron. 




Arcades wanted to be more than just 
game rooms in the mid-’80s. So in 
came the fast food, the birthday 
parties and a broader audience. Family 
entertainment centers were born. 


The Asteroids 
"Lurker" 



in 1991 two Dragon Punching dudes named Ken 
and Ryu opened another chapter in arcade histo¬ 
ry—and some say nearly closed the book. 

The Curse of Street Fighter II... 

To hear Atari Games Game Director James 
Goddard tell it, the arcade scene was mighty 
lame in the early 1990s. Of course, we all know 
that; we were there, dropping tokens into Final 
Fight, N.A.R.C., WWF Superstars and not much 
else. Then Capcom released a sequel to its 1987 
game Street Fighter. “Here comes Street 
Fighter II, and all of a sudden there’s four 
people around it,” Goddard said, “and this 
game opened up a sports-club mentality in -*! 
arcades with its head-to-head competition. .<] 
It had the whole macho thing going. Next 
thing you know, there’s six people around it. 

Then there’s eight people. Then there’s two 
machines. Then there’s 16 people playing it on a Wednesday 
night. Then there are three machines.” 

Goddard should know his Street Fighter history. He worked for 
Capcom between 1991 and ’93 as co-designer and U.S. producer 
of the Champion Edition and Hyper Fighting upgrades. He also 
created the character Dee Jay in Super SFII (not coincidentally, 
Goddard’s nickname is DJames). 

“All of a sudden, the arcade operator is looking at a 
machine that cost $1,600 that can earn $300 to $900 a week 
for eight months,” Goddard said. “A $200 upgrade comes 
out and he can get another eight < 


Deep Dish Pac-Man 

During the heyday of the arcade 
shoot-’em-up (Space Invaders, Asteroids, 
Missile Command, etc.), a young game 
designer at Namco 
j. named Moru Iwatani 

decided to create 
a game 




appealing to women as 
well as men. He settled on a 
maze-type game with 
enemies that were 
fashioned after 
mop-heads. But 
when it came time 
to design the game’s 


Over dinner one night, Iwatani gazed 
at a pizza with a single slice removed, and 
suddenly he had the idea for his main 
character-a simple yellow circle with a 
slice missing. Pac-Man was born, and it 
went onto become one of the most suc¬ 
cessful arcade games of all time. 


' 
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A favorite high-scoring technique 
for Atari's 1979 arcade blockbuster 
Asteroids was to eliminate all but 
one small space rock, then sit and 
wait for the UFOs, picking them off 
one by one. This technique was 
called "lurking, and adept lurkers 
could tie up a machine for hours on 
a single quarter. 

When Atari released Asteroids 
Deluxe in 1981. it was suddenly open 
season for lurkers. The designers 
improved the UFOs' aim, as well 
as unleashed hexagonal pods, which 
drifted about and fragmented 
into smaller ships when shot. These 
little guys would then hunt the 
players spaceship. 


nine months. That’s huge. People are buying houses off the kind 
of money they’re making from those machines.” It’s not surprising 
then that arcade owners wanted more of this newest Next Big 
Thing, and Capcom was only happy to oblige with upgrades 
(released in part to combat the illegal “Rainbow Edition” 
upgrades that less-scrupulous arcade operators jacked into their 
SFII machines). 

Meanwhile, Midway’s Mortal Kombat put its own bloody spin 
on the SFII formula, and it, too, was a hit. “Suddenly, there are 
two camps of fanatics for two series, both fighting games, that are 
earning outrageous amounts of money,” Goddard said. “Now the 
arcade operator is going, ‘Wow, I gotta have more fighting 
games!’ At that point at Capcom there was this mentality of, ‘Well, 
heck, let’s just pimp the series!’ That’s when we asked, ‘Is this 
right? Will this be a problem?’ And sure enough, it was a problem 
for Capcom.” 

In 1992, Super SFII hit an arcade scene clogged with fighting 
game clones, as well as gamers who were loyal to one series or 
another, but not eager to pump tokens into every new game that 
came along. Super SFII was a dud compared to its predecessors, 
and arcade operators began scrambling for the next winning 
fighting-game variation. They found it in Virtua Fighter and Killer 
Instinct and Tekken, but none of these could bring back the 16- 
person-to-a-machine crowds of 1991. Those days, just like the big 
money boom of a decade before, were over. 

So just as SFII, for a brief time, recharged the industry, it also 
bred a shrinking audience, a core of die-hard gamers who are so 
lethal at the art of video game hand-to-hand combat that no new¬ 
bies would dare challenge them. “I like to say that Mortal Kombat 
III was only fun if you had a Ph.D. in Mortal Kombat,” Bushnell 
said of the fighting genre’s ill effects. “What this does is it tends 
to narrow the market. People who go into the arcades, a lot of the 
games developed today are for them specifically, not for Joe 



Jobs' First Job 

Atari’s Breakout, 
the ultimate evolu? 
tion of the Pong- 
style arcade game, 
was designed by a 
young Atari employ¬ 
ee named Steve 
Jobs, who would 
often call on his 
friend Steve 
Wozmak to lend a 

hand with technical problems or just come 
down to the lab to play games. During 
Breakout’s design process. Jobs and 
Wozniak began cooking up the idea of cre¬ 
ating a personal computer. The two even 
went to Nolan Bushnell with the idea, but 
Atari was experiencing “growing pains,” 
and Bushnell didn’t think it wise to risk 
branching into another business. 

Jobs and Wozniak built a prototype 
computer with parts “borrowed" from the 
Breakout project. The computer was called 
the Apple 1, and its successors went on to 
become the most influential personal 
computers in history. In fact, there is 
rarely a video game made today that has¬ 
n’t felt that influence, either in the design 
of the game and its artwork or in the 
make-up of its hardware. 





Sixpack and not for the guy on the street.” 

Of course, other genres—namely driving and shooting—have 
grown in popularity to make up for the wane of the fighting game 
(note the coin-op blockbusters Cruis’n USA and Daytona USA). 
Still, profits from video game coin-ops have remained stagnant - 
and, in some cases, declined. “Williams announced an 18 percent 
loss in its arcade and pinball division over last year,” said Ian 
Berman, an industry analyst with Frost and Berman, “while 
Konami announced a 10 percent loss in its arcade division. 
Everybody’s complaining in the last 12 months how much the 
industry has dropped in the number of quarters being spent and 
in sales of equipment.” 

Meanwhile, the home console market is expected to show a 
more than 40 percent jump in revenues this year over ’96. Such a 
boom only makes sense, considering that the Saturn, 
PlayStation and Nintendo 64 are pumping out arcade-qual¬ 
ity games at home. It’s like 1985 all over again, when the 
NES debuted and made life even more difficult for the 
already beleaguered arcade operator. Once again, game 
rooms must evolve. “They have to come up with ways to 
prove that you get something from going to arcades that 
you wouldn’t get from staying home,” Kent said. “It can be 
done. That’s what Namco did best when they came out with 
Alpine Racer. All of a sudden you saw this game and said, 

‘Wow, this is something I could never do at home.’ Unless 
of course you’re Steven Spielberg.” 

Thinking Big... 

And if you’re Spielberg, you build the prototype for the 
next generation of arcades. Spielberg’s GameWorks—a 






Part night club, part game room, the 
Sega GameWorks centers try to offer 
something for everybody. Check next 
month for an on-location report. 
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Editor’s Note: Special 
thanks to Keith Feinstein for 
providing many of this feature’s 
pictures and info on the games 
themselves. Feinstein is the 
president of Videotopia, a trav¬ 
eling exhibit on video game 
history that showcases more 


joint venture of DreamWorks 
SKG, Sega and Universal 
Studios—typifies these 30,000- 

square-foot arcades for adults. In theory, the LBE centers offer 
everything: a club atmosphere, VR-type games and the newest 
arcade hits—including linked Super GTs and Lost World—that 
smaller arcades just can’t afford (some machines cost upward of 
$20,000 apiece). Most LBEs are within walking distance of movie 
theaters and shopping centers, the idea being that guests need 
never trek elsewhere for their weekly dose of entertainment. And 
with the notoriety of GameWorks and the success of the 12-loca¬ 
tion Dave 8 l Buster’s arcade chain, other big players—including 
Sony, Disney and Namco—are lining up to play the LBE game. 

But are these mega arcades living up to their hype? And how 
can the smaller game rooms survive when faced with super- 
expensive arcade hardware designed for the big boys? That’s for 
the second half of this feature, which you can catch next month, 
when we scout out the LBE centers for an on-location report, as 
well as look at the options of the small arcades (which are recent¬ 
ly finding unlikely allies in the PC industry). 

Big doings are most certainly ahead for arcades. And to hear 
some industry observers speak, it’s as if the coin-op scene is mor¬ 
phing once again, just as it did when the Victrola killed the listen¬ 
ing parlor and Nolan Bushnell’s Pong transformed the pinball par¬ 
lor into today’s video arcade. “I think that computer-driven social 
experiences were fairly limited up until recently, and those were 
called video arcade games,” said Carl Goodman, curator of the 
Digital Media exhibit at the American Museum of the Moving 
Image in Austoria, N.Y. “Now with these LBE centers, you have 
many more computer-driven social experiences that take what 
was going on with arcade games many steps further. We’re only at 
the beginning of these sorts of experiences, and I just don’t think 
we’re going to call them arcade games, and we’re not going to call 
the places in which they are played arcades.” © 
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Southern California’s Sunnyvale Golftand 
offers miniature golf to draw in more 
customers. But since this famous arcade 
is the prime testing site for new games 
from Capcom, Namco, SNK and others, it 
hardly needs the extra help. 



EVER BURY THE OWE YOU LOVE IW 
A MATCH BOX? THAT'S ALL THEY 
LEFT OF HIS SISTER. 


BEFORE THEM, A CORPORATE WARBIRP, 
A FLYIW<3 CITY OF C7EATH, COLP AWP 
BLACK, WITH BUOUGH FIREPOWER TO 
TAKE OUT THE EWTIRE POME. 


see you 

B IN HELL! « 
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W hile the Internet has become a popular 
conduit for multiplayer PC games, there’s 
no substitute for being able to sit around 
the television set and play games in your 
living room with a bunch of friends. This 
“social” gaming is one of the biggest strengths of con¬ 
sole systems and responsible for their popularity today. 

Nowadays, just about every game has a Multiplayer 
Mode of some sort, but only a few are really designed 
with multiplayer action in mind. Great multiplayer titles 
incorporate gameplay elements that keep them fresh 
and replayable. They also usually support more than 
two players, although there are the outstanding excep¬ 
tions. Think about some of the great multiplayer games 
that continue to captivate their players sequel after 
sequel: Bomberman, Street Fighter, Madden and NBA 
Live. All possess that special element that keeps 
gamers coming back for more—even if the sequels 
aren’t much different from the ones before it. 

. Multiplayer games are such a large part of our 
|L gaming diet that we decided to list 

s*"** 10 of the best ones that really 

shine. They are titles that won’t 
§ et stale, and for the most 

part ’ more t ^ ian two P |a v ers 

fSr c u i get in on the action 

at once. Some of 
these games are 

i so skewed toward 

■ 1 ’ ) competitive game- 

11 play that they really 
aren’t even much 
' fun to play by yourself, 
jjfggpr So gather your multitaps, 
extra controllers and plug 

■ Mr your console into a large TV. 

V These are the 10 best multiplayer 
games you can find on the next- 
HHHr generation systems. 


10. International ■ 

SuperStar Soccer 64 V 

(Nintendo 64) 1 

The Game: 

Oh, it’s only the best soccer game ever— 
number 24 on fG/M’s Top 100 List, for those 
keeping score at home. 

Why You Shouldn’t Play It Alone: 

Soccer games are much more exciting in 
multiplayer because great goals demand great 
teamwork. There’s no better play than when 
your teammate passes you the ball, and you 
finish the job with a sweet goal. 

How We Like To Play: 

ISS 64 doesn’t have many modes of play, and 
frankly, just using all four of the N64 controller 
ports is good enough. 

Best Excuse For Giving Up a Goal: 

Shoddy goalie A.I. It’s never your fault—it’s 
the poor goalie’s. They make great scapegoats 
for sore losers. 


by Kraig Kujawa 














The future of multiplayer gaming— 
and we're talking beyond when Diablo 
hits the PlayStation—is becoming 
more clear as console manufacturers 
start to provide some clues into what 
we’ll be playing in years to come. One 
common denominator that we know 
about each new console system is that 
they will most likely embrace multi¬ 
player gaming over the Internet. 

Sega’s new system is embracing PC 
architecture and, probably, its connec¬ 
tivity. Nintendo’s forthcoming 64DD 
has 

been confirmed to have a modem, 
and what little has leaked about 
Sony’s PlayStation 2 suggests that 
they plan on taking a similar route. 

While any further speculation on the 
future consoles is just that, it is safe to 
surmise that companies know that 
multiplayer gaming over phone lines 
will be a “killer app.” Presumably, 
they intend on exploiting it in the next, 
next generation of gaming consoles. 


How We Like To Play: 

Having a lot of different teams can really 
encourage backstabbing. The player with 
the most remaining worms at the end of the 
game usually winds up with everyone else 
teaming against him—at least until his 
troops are worn down to their level. 

Did You Know?: 

Sony tried to stop the release of Worms 
because it was 2-D. Back when the 
PlayStation was still young, Sony was 
adamant that games on their system looked 
“next-generation,” which to them meant 
3-D. Thankfully, Worms finally crawled onto 
the PlayStation. 

8. Twisted Metal 2 

(PlayStation) 

The Game: 

Just about everyone loved wrecking their Hot 
Wheels when they were a kid, and Twisted 
Metal 2 allows you to revisit and indulge 
those childish urges in this wonderful, car¬ 
nage-filled sequel. 


How We Like To Play: 

Cruisin’ around Paris and destroying the 
Eiffel Tower is good multiplayer fun. Even 
better, when it falls, it forms a bridge. That 
way, destroying the Eiffel Tower doesn’t 
make you look like such a bad guy. The only 
other level nearly as entertaining is Hong 
Kong, complete with subways. 

Cheap Way To Play: 

Use the car Spectre. Keep away from your 
opponent and pepper him with the homing 
missiles that go through walls. That’s really 
annoying—and deadly. 

7. Street Fighter 
Collection 

(PlayStation/Satum) 

The Game: 

Super Street Fighter II, Super Street Fighter 
II Turbo, Street Fighter Alpha 2 Gold—three 
great 2-D fighting games, one inexpensive 
compilation that will satisfy any fighting 
game fan. 


9. Worms 

(PlayStation/Satum) 


The Next Step 
in Multiplayer 
Gaming 


The Game: 

Worms is one of the most underrated multi¬ 
player games, but it has a strong cult follow¬ 
ing. You control a well-armed team of worms 
who position themselves along a large, 2-D 
landscape. Killing the other team involves 
strategy and understanding the subtleties of 
your weapon’s physics, not twitch gameplay. 
Why You Shouldn’t Play It Alone: 

Worms is a perfect example of an average 
one-player game that also delivers an excel¬ 
lent multiplayer contest. The game is much 
more interesting when you outwit your 
buddy by skillfully bouncing a grenade in his 
worm’s cubbyhole and blow him to bits. 


Why You Shouldn’t Play It Alone: 

When you play the Single-player Mode, it’s a 
lot of dumb vehicles versus you. The action 
is much more intense in a one-on-one battle 
where your combatant is smarter than the 
computer (he/she is smarter, right?). 












Why You Shouldn’t Play It Alone: 

One-on-one fighting games capture the true 
competitive spirit in all gamers. Nothing is 
more satisfying than mercilessly beating 
your friends into a bloody pulp...in a Street 
Fighter game, that is. 

How We Like To Play: 

EGM Street Fighter rules are simple: handi¬ 
caps off, the winner can continue playing 
and don’t reconfigure the buttons. Cheese 
wins, ticks (throwing someone when they’re 
blocking) and tap-throws are grounds for a 
real-life beating by the staff. Heck, we just 
look for excuses to give staff members a 
real-life thrashing. 

Why Didn’t Capcom...: 

...include the original Street Fighter II? Or 
Championship Edition? Or our office favorite, 
Hyper Fighting? The compilation, although 
excellent, doesn’t feel complete. 

6. Point Blank 

(PlayStation) 

The Game: 


Broken 

Links 


Point Blank is a simple and colorful potpour¬ 
ri of dozens of light-gun minigames. 

Why You Shouldn’t Play It Alone: 

If you have two Guncons, a few friends and 
Point Blank, then you have a party. All types 
of gamers love Point Blank: young or old, 
male or female. Two can play at one time, 
both competitively (trying to outscore each 
other) and cooperatively (trying to reach a 
common goal). Even eight people can com¬ 
pete on two teams of four. With the variety 
Point Blank offers in gameplay, you can’t 
help but have fun. 

How We Like To Play: 

For some reason, Crispin and Shoe invented 
the “Quick Draw” technique to keep 
them entertained between Point Blank 


minigames. When it comes time to pick the 
next level, the two players must draw and 
shoot at their desired stage. This way, the 
faster hand gets to pick the next minigame. 
But That Sounds Kinda Lame...: 

It is, but the game itself isn’t. Don’t forget, 
Crispin and Shoe are easily entertained (and 
they invented this idea over a couple of 
brewskis at Dave & Buster’s). 

S. Madden NFL 98 

(PlayStation) 

The Game: 


Hardware advances in multiplayer 
gaming haven’t come easily. Sony 
created the inexpensive Link Cable, 
but third-party support for it waned. 
Companies thought it was too unreal¬ 
istic to expect gamers to bring two 
television sets, PlayStations and 
copies of the same game in a room to 
play. For the most part, they are right. 
Too bad, because Link Cable games 
are a blast. 

Sega took the most risky and ambi¬ 
tious route with the NetLink. The idea 
was sound, but unfortunately there 
simply weren’t enough Saturns sold to 
boost sales of this Internet device. 
Although software support is decent, 
killer multiplayer games such as 
Quake don’t support the troubled Link. 


This is by far the most realistic football game 
on the market. It also happens to have the 
widest variety of Play Modes and Multiplayer 
Options found in a football game. 


Why You Shouldn’t Play It Alone: 

While Madden’s Al may be really good, 
nothing substitutes for the chess game that 
ensues between two veteran human players. 
Coming through in pressure situations, mak¬ 
ing big plays and doing awesome jukes is 
what multiplayer Madden is all about. And 
don’t forget the art of taunting and talking 
smack during the game. 

How We Like To Play: 

A few weeks ago, we had a Madden tourna¬ 
ment where we drafted our own teams then 
battled it out. It was great fun, and led to a 
lot of broken joypads and bruised egos. 

Also, playing two teams of two players is 
interesting because it really changes the 
way the game is played. The biggest chal¬ 
lenge is getting both players on the team on 
the same page when it comes to playcalling. 
It gets so serious that sometimes you make 
signals to your teammate when you’re call¬ 
ing a play so he knows what you’re running. 
Biggest Upsets In Our Madden Tournament: 
Upsets happen, and as they say, “That’s why 
they play the games." John Ricciardi 






PlayStation 


How We Like To Play: 

Playing two teams of about three people 
each works really well. If it goes any higher, 
offenses get a little too unorganized and ille¬ 
gal. Finding six people to play isn’t too hard 
a task, because rookies tend to learn the 
basics of Live quite quickly. If things get 
hairy, just turn down the fouls and realism. 
We’re actually just starting to gear up for our 
NBA Live tournament, which will probably 
happen after the holidays. If you want to 
make a really in-depth tournament, you can 
undergo the time-consuming task of putting 
together teams with all-time great players 
(with the player creation feature). Then, you 
can save them to a memory card and use 
these custom players in a tournament. 
Overlooked Part Of This Game: 

The 3-Point Shootout taken from the NBA 
Ali-Star game is a really good but underrated 
part of Live 98. It’s also easy for casual 
gamers to pick up and be competitive at. 


Party Games 

There are multiplayer games, and 
then there are party games. Of course, 
party games are multiplayer games, 
but they generally consist of games 
that are easy to play. This insures 
that no one is left out of the action. 

For example, you might not want to 
play Twisted: The Game Show with 
your college buddies, but such a 
game might go down better in a 
party-like atmosphere. Here’s some 
other party faves: 

Jeopardy! (N64) 

Monopoly (PlayStation) 

PaRappa the Rapper (PlayStation) 
TWisted: The Game Show (3DO) 

Wheel of Fortune (N64) 


notched his first win 
against art monkey 
Mike Stassus in the 
critical elimination 

round. Editor in chief Joe Funk, favored 
early to make it to the finals, bowed out in 
the first round due to a cheap call. 

4. NBA Live 98 

(PlayStation) 

The Game: 

This is the best PlayStation basketball game, 
by far. Live combines realistic hoops with 
intuitive control and fun gameplay. 

Why You Shouldn’t Play It Alone: 

However good Live is, the computer oppo¬ 
nent is just too easy to beat to a pulp (even 
on the hardest difficulty setting). Thus, to 
get some good competition, you really need 
to turn to humanoid help. 


3. Mario Kart 64 

(Nintendo 64) 

The Game: 

Take a few of the most popular Mario char¬ 
acters, throw them in a bunch of souped-up 
go-karts and you have a totally unrealistic, 
yet awesome racing game. 

Why You Shouldn’t Play It Alone: 

There’s nothing like playing Mario Kart 64 
with four players at a time (well, OK, Diddy 
Kong Racing is something like it, but we pre¬ 
fer Mario Kart 64 for multiplayer games). 
Racing is fun and frantic; very few games out 
there let you shrink, shoot or squish your 
friends on the race track. You can also 
forego the racing factor and simply battle it 
out with three friends, head-to-head-to- 
head-to-head. Last kart standing wins. 

How We Like To Play: 

Cheap with no-holds-barred. No EGM editor 
feels an ounce of guilt releasing the light¬ 
ning bolt at the perfect moment to screw up 
another racer’s well-timed jump. Did that 
cheap little nudge knock you off a cliff? 

Heh...tough luck, sonny. You can also be 
really crafty and hang around second or 
third place until the last lap. This way, you 
can get the better power-up and speed past 
the leaders who get the crappy green shells 
because they’re in first. 



Why Mario Kart 64 Beat Diddy Kong Racing: 

It was a close call, but Diddy Kong Racing 
wins in the one-player department, and 
Mario Kart 64 wins in the multiplayer 
department (some even like the Super NES 
Mario Kart more). Why? Kart 64 is simply 
more exciting. The levels and power-ups 
were designed to keep races close and hec¬ 
tic (see above strategy). Everyone is always 
close to the action, and almost always, it’s 
anybody’s game. 









2. GoldenEye 007 

(Nintendo 64) 

The Game: 

As you’ve probably heard, this 3-D first- 
person game is one of the few that does 
its movie license justice. 

Why You Shouldn’t Play It Alone: 

GoldenEye is the first and best four-player 
Doom-type game on a console system, 
period. The multiplayer competition in this 
game is as groundbreaking as it is intense. 
Endless hours of fun can be had with all of 
the different modes, some of which are 
unlocked by progressing through the game’s 
One-player Mode. There’s nothing better 
than filling your favorite Bond movie charac¬ 
ter up with lead — especially that short guy 
named “Oddjob." 

How We Like To Play: 

There are a few modes we prefer, although 
we love ’em all. Try playing two-on-two 
teams with the Golden Gun. That’s about as 
intense as it gets. One shot, and you’re 
dead. And it feels oh-so-good to get those 
one-shot kills. It’s also amusing to see every¬ 
one running around the level like mad trying 
to find Golden Guns so that they have a 
fighting chance. If you’re wondering about 
which weapons to use, keep in mind that 
Rocket Launchers and Grenade Launchers 
are nice, but using Power Weapons and 
Automatics is more entertaining because it 
lends itself to long gun battles. 


Most 

If you’re killed by the weak little Klobb gun 
(named after Nintendo Guru Ken Lobb) in 
multiplayer competition, that’s reason to be 
ashamed. And whoever kills someone with a 
Klobb should probably get two points 
instead of one. 


1. Saturn Bomberman 

(Saturn) 

The Game: 

One of the grandfathers of multiplayer 
gaming, the latest in the series adds subtle 
improvements to a proven game. 

Why You Shouldn’t Play It Alone: 
Bomberman has never been known as a 
one-player game (although the N64 version 
tries its darndest to be one). If you bought 
Bomberman for solo action, you bought it 
for the wrong reason. 


How We Like To Play: 

Naturally, getting as many players as possi¬ 
ble into a game is a good idea. There’s 
plenty of room in the Hi-res Mode on the 
Saturn to allow 10 players to play at once. 
Unfortunately, the 10-player level is a very 
plain one (nothing but bricks), and we play 
on the more interesting, smaller levels. The 
soccer level is one of our favorites—how can 
you beat fire coming out of soccer goal nets? 
That’s something special, indeed. 

Dumbest Way To Lose Momentum: 

Sega held a Bomberman competition a few 
months ago in the EGM offices. The partici¬ 
pants in the finals match were Kraig and 
Shawn. Kraig was up 2-1 in a best of five. 
Game Three started, and oddly enough, one 
of the Bombermen died immediately. 
Apparently Kraig wasn’t paying attention 
and didn’t notice that his starting spot on 
the map changed, and it resulted in bombing 
himself out of game four in less than five 
seconds. Shawn took advantage of this 
embarrassing mistake and won game five 
to become the office’s new Bomberman 
champion. Let that be a lesson to all you 
Bomberman players out there. Learn from 
Kraig’s mistake—pay attention to your 
starting position. Q 



SEGA SATURN' 


SONY 























[visual 















Our Philosophy 


displayed behind the revi 
for the same system. In < 
ingenuity and replay valu 


ind based on how the game compares to other titles 
ion, the reviewers rate each game's graphics, sound, 
le averages of these scores are listed at the bottom. 


Editors’ Choice 


[ Rating Scale 

10-Perfection 

An absolutely flawless experi¬ 
ence. It doesn't get any better 

5-Average 

Not great, not crap. A ho-hum 
title that isn't for everybody 

9-Virtually Flawless 

Drop what you're doing and 
buy this nearly perfect game 

4-Rent First 

We have problems here. 
Definitely try before you buy 

8-Semradical 

Delivers everything you'd want 
in a game, despite minor flaws 

3-Time Waster 

Playing it for more than 10 
minutes gives you a migraine 

7-Worthy 

A solid title that you won't 
regret buying 

2-Don't Even Rent 

The only point in playing this 
garbage is to make fun of it 

6-Good, Not Great 

Sure, it has its problems, but 

1-Flush It 

Run for your life if vou see it. 


Current Favorites 

GoldenEye 007 
Armored Core 
Critical Depth 
Fr °Wer 

104 Favorite Genre: Shooting 



| Shawn finds it hard to believe that February is already 
Last thing he remembers is Christmas-lots of gifts 
ip and a bit too much eggnog at one of his Christma 
J parties. Since he's a little confused, Shawn figures that 
r be best to just snuggle up by a toasty fireplace, grab a 
' and play some games. Sounds nice. 



Current Favorites 

X-Men Vs. SF (Japanese) 
Last Bronx 
Sonic R 
Burgertime 

Favorite Genres: 

Strategy/Puzzle 



Shoe missed a day of deadline so he could fly out to 
York to make his TV debut. MTV invited him to appea 
MTV Live, to speak as an expert on the video game indus- I 
try. We were pretty flattered since we were the only mag- 
id to go. Imagine our surprise when Shoe sh 
up on TV for an entire minute. Well Shoe, 14 more to g 



k Chicagoland's arctic weather had Cris-who grew up in 
I Florida-looking for gaming-related ways to keep warm, r 
I tried heating his seat with the Naki laser sight, but the 
J beam wasn't powerful enough. Then he wrapped himself in 
f overheating PlayStations, but all those skipping games 
rir ove him crazy. In the end, he just put his pants back or 


Current Favorites 

Alundra 

Legend of Zeida 64 
Monster Rancher 
Quake 


Current Favorites 

Colony Wars 
Armored Core 
NBA Live 98 

Madden NFL 98 (Retired) 

Favorite Genres: 



Feeling good after taking home the trophy 
office's Madden NFL 98 tournament by deft 
Team EGM comrade Dean Hager, Kraig is now ready to 
hang up the uniform and retire victorious from this 
year's game. He’ll probably move on to basketball, or 
whatever new sports tournament we happen to cook u 





















Developer Midway 


Following in the footsteps of its PlayStation 
twin, MK Mythologies: Sub-Zero is probably 
the last attempt of this type of genre mixing 
for a while. Don’t look for MK Mythologies: 
Raiden anytime soon. While I somewhat 
enjoyed the PlayStation version, I detested the 
N64 mockery. The cool cut scenes are com¬ 
pletely missing, replaced by static screens 
that look like Super NES rejects. I can’t imag¬ 
ine how this game got approved by Nintendo 
for publishing. It has nothing that made the 
PlayStation version work for me. The sound 
and music aren’t nearly as crisp and moving 
on the N64. Overall, this translation feels like 


I have mixed feelings about Bomberman 64 .1 1 
like it, but I think I do for the wrong reasons. I I 
mean, the One-player Mode is better than the I 
Multiplayer Modes! This can’t be right...can it? 
It’s a weird situation. As a regular old one- 
player game, it’s a lot of fun with plenty to I 
offer. The graphics are simple, but still pretty 
nice (especially those reflections on water), 
and the music is great. One of the main things 
about the game that really rubs me the wrong 
way is the awkward camera positioning. Sure, 
the camera is fully adjustable, but even with 
that, certain tight areas Make it impossible to 
get a really good angle on what you’re doing- 
or more important, who’s about to hit you or if 
you’re about to fall to your death. Since the 
game is one of action and exploration, I think 
it’s important to have a nice view of where 
you’re exploring. OK, now on to what B-man is 
known for—namely, multiplayer fun. As a 
Bomberman game (that is, as a multiplayer I 
game), Bomberman 64 isn’t 41 that great. 
Playing against,A 1 opponents^ barely fun at I 
all, and the 3-D arenas make pjaying against I 
your -'Pends Bore of a has$le,thjn it’sii/orth. I 
understand that the entire game is 3-D and I 
they couldn’t make the Battle Mode z-D, but I 
as it stands, the Multiplayer Mode needs a .ot I 
a-' work. Overai., it’s a solid lPgame, butfhose 
camera angles need some work. Shawn 


Chameleon Twist is one of those games that 1 
shows off how creative this new generation of I 
programmers can fare but also how limiting 
their techniques are. What we have here is an 
utterly useless story line combined with an 
intriguing weapon: your tongue. Go figure. The 
various uses for your secret weapon are not 
only bizarre but limited at the same time. 

You’ll quickly find yourself more than a little 
bored, if your skill level is akin to beating 
Super Mario World. Obviously, Chameleon 
Twist is aimed at beginners, and with that in 
mind, I can see the appeal of the overly cute 
graphics and sickeningly sweet background 
tunes. Now if only they could fix the terrible 
camera angles, we’d have a real contender for 
a top spot in Top 10. Plus, it could have used 
more power-ups to add variety to the game. 
Basically, you won’t see much different in the 
game beyond the techniques you have from 
the start. There is no way to improve your 
characterthfoughout the game, and thatlack 
of advancement hurts a little. Maybe if I 
learned several new tonguefptfacks, I’d be 
more mbfisated to cor-fin.ie on to the next 
level. Not even the Mult'p.ayer Mode is very 
excitingy-dnd in fact, I don’t consider® Worth 
mentioning. Chameleon Twist is clearly meant 
for one^player use, and,the Multiplayer Mode 
.was added without much thought;?; J-ygjjj 


writable carbon copy of I 


Bomberman 64 represents a pretty, drastic I 
change to, bay tfavorite multiplayer series. Even 
though it plays almost nothing like previous 
Bomberman games, the One-pipyer Mode is 
still a lot of fun and offers a nice change of 
pace ffbrn.t&e;t(ied-and-true :Z,-D mayhefn of 
the old days, Finding all the hidden Gold.Cards 
is a nice added challenge, and the reward is 
wetl Worth it. My main-gripe is that the Battle 
Mode gets old too fast. Crispin 


Well, this ain’t exactly Mario 64, butthen it’s 
not supposed to be. Chameleon iVfet’s game- 
play emphasizes puzzle solving over explo¬ 
ration, with lots of little tricky areas that 
require specific tongue-flickirig:#ft>Ves. And 
the game is fun-while it lasts. The o-ief, easy 
levels are proofenough that this game was 
designed for kids. That’s not-fo say grown-up 
players wont bnjoy it, at leas; for the few 
.hours it takes to beat tbe gamr. Crispin 


r Bombermari_64jooks exactly like.how I’d pic¬ 
ture Bomberman in 3-D. But in my book, cer¬ 
tain games should stay 2-D, and the; B-man 
series is,poyexdeption. The pne-piayer game 
fairly dai;gnt. A third dimen|(dhgives tKe 
developers much more roofn-to be creative 
here. Unfbrturate.y. it doesn’t work for the 
multiplayer game. The 2-D games me much 
more exciting and frantic. The game could al: 
.use some more multiplayer maps. Da 


'Chameleon Twist is a good ex ample of how 
average 3 ,y-fi;|ction/adventupe game can be. 
It has the standard cute characters; 'death- ' 
defying platform jumps and array of moves. 
Buthere’stfteproblem: Unlike Mario 64, this 
game doesn't really present anything new. 
Sure, the way ypr. kill enemies is interesting,' 
but certainly isn’t levo.i.tionaiy. .Besides nil of 
this, the graphics are 3 bit below-average and 
the control needs io betwea-ced. SflPWII 


This marks the most drastic change ip,the 
Bomberman series, and I’m no,t just talking 
about-the 3-D graphics. The One-piayer.Mode 
is much better th.ir previous B-man games, 
thanks in part to mo-e in-depth gameplay arid 
new elements.fidon’t like the faster-paced '" 
Mi.lr'pinyer Mode quite as much as the previ¬ 
ous ones, but : t is different, Intense and fun to 
play. It’s good to see this new take on the 
Bomberman series done right. Krpifl 


former that suffers from one minor (well, 
rrrafbr) problem: It’s too short. There are orny 
six stages, ari'dyou only need to go through 
four of therrt-to get to the final Boss, (man¬ 
aged !o go throng*- all six stages land the spe¬ 
cial seventh area) in about six hours, which 
says little for this game’s replayability. But still, 
whattS there is good, and the Battle Mode is 
-amusing.Definitelygivb it a try-,..John 


EGMm 


:em slightly cleaner, thanks to no load time, 
jt that isn’t enough to save MK Myth from a 
I fatality of the most gruesome kind. The quest 
ains true to the Mortal Kombat world, with 
| many of:thf|aff@cks we all know.ahd love; For 
re reason, rhy uppercuts seem to miss 50 
percent of the time, despite passing through 
what Should be a solid hit. l£seems that colli¬ 
sion detection isn’t done vety.welljeitHer. Well, 
that’s enoug(£|anting for no{y-i suppose.MK 
Mytr.ologies is ho more tharr-an.average rental 
title, anc not ever the wrath of Shao Khan 
^rould change my mind. V _ SlISllI 


MK Mythologies has the coolest premise (play¬ 
ing through a'Sde-scrolling action,title with a 
fightingigame character), but the execution 
just doesn't fly at alt. The stage graphics cpn 
be nice sometimes, but the gameplay isyei^. 
repetitive (there’s not nearly enough variety in 
the enemies), and the controlisterr'ble. The 
story is kindajxSol, and the (severely hacked) 
cinemas arejneat, but that’s about all MKM 
to offer; Better luck next | 


. jta.nd what Midway was trtmpy.p. do 
with MK Mythologies, but the results,are any¬ 
thing blit stefinh First, the garne ts more diffi¬ 
cult than itJiad to be simply because you have | 
to hit a button to flip your character. That to 
me isfiot Very,intuitive. The character anima¬ 
tion is very stipend awkwar fljgf the graphics I 
are only average for a 2-D action-game, B 

Granted I’m not a Ian of MK, but you can find 
^better action games on the N64. Kelly I 

Besides some nicer-looking graphics a nd te» - 
tures, MK Mytbo.og es on the N64 is essential -1 
ly the same as the PlayStatiojKplbn? Onfe of r 
the things I; miss is the FMV sequences (even 
though they are cheesy). The control is stilt I 
the worst part of the game -why hit a button I 
to turn around oven if it’s to maintain i certain | 
style? I think; the.,idea is excellent but if sure 
asn’t executed rightilYn sure itican be done. I 

a. with this one. Shawn | 






















Developer: Player One 


Last Bronx is perhaps my favorite of the Sega 1 
three-button fighters. It’s the type of fighting 
game a patient gamer (who’s willing to learn 
all the intricacies and nuances of the deep 
fighting engine) will truly appreciate, and the 
type a casual gamer would probably be bored 
with fairly quickly. Each character has dozens 
of unique moves, combos and juggles—plenty 
more than any 2-D sprite-based fighting game. 
It also has more personality than the average 
fighter. The character backgrounds and game 
intro and outro fit well together, giving the 
game a decent story line. But it’s the (mostly) 
blunt weapons that set this game apart from 
the rest. Sure you can get swords and sabres 
in other fighters, but it’s very satisfying to 
bash your opponents in with tonfas and mal¬ 
lets. What I don’t like is the amount of damage 
simple combos can do. I play Yusaku, and a 
simple two-hit juggle can do almost 50 percent 
damage, if it properly connects. Add in a jump- 


ally speaking) doesn’t do well. Games like 
Myst, Mansion of Hidden Souls and D may 
have a cult following, but they certainly don’t 
make it into the mainstream console market. 
Luckily, it has been awhile since a game like Eo 
has been out, and besides that, the game is 
incredible. With that said, I hope the game 
does well. The intro sequence—and really all 
the video in the game—is spectacular. It cre¬ 
ates a great, cinematic mood. The story line 
and how it unfolds is much like an actual 
movie. Sure, the whole “trapped in a ship with 


Anoyances inc 
Ion breakup.] 
T fighters. Th| 
Bronx offers! 
Same like Fig! 


tof the few games that 
H^and it didn’t dH| 
perfect blend of hofroi 

t-Thejgraphics are if|te 
pKound effects. 
iAjWure of the gan#w 
ntial fans, but the few i 
j) Scenes wilUeepjjSptr 


. I didn’t expect mu 
dayed the arcad^y 
ihting style (with 
ji tying to me than 

is. The depth of pl< 
Mastic, and thIVS 
Bly Aerial Combo 
giplayability Mon 


ENEMY ZERO ' LAST BRONX 


Developer: Warp 


Developer: Sega 


ie get this straight—Midway decided to 
I release War Gods, but PASS on this? Hello? 

I Robotron 64 is one of the most addictive 
(ames to come along in quite some timiMl 
teing canned by Midway, Crave picked HI 
;ame and here it is, back from th 
his a wise move? You bet it was. 

>4’s action-packed gameplay will strongly 
I appeal to fans of twitch shooters and old- 
I school style arcade games (especially those 
I who liked Smash TV), and the variety of con- 
I trol setups (particularly the ability to use twi 
I N64 controllers at once) is a welcome 

ie game. The graphics are nothing to writ 
I home about, but they’re hardly what I’d call 
I bad. The music, on the other hand, is really 
I good—it’s almost all fast-paced techno and il 
I really gets your adrenaline pumping for the 
I frenzied gameplay. Still, what’s the best part 
" about Robotron 64? The amount of pure gam 
it offers. There are 200 stages 
timeTrqacbed 100,1 was sureltcouldn’tlppSsi- 
I bly get aHy'B|iss,ier, but sure enough if kept 
I going- and going—all the way to|oo. And 
I mudvtqjRy.Strrprise, I thoroughly enjoyed jt 
1 “ ■ /hole way through (before (splayed It,. 1 . 

J® it Wouldn’t be too hot since Midway . 

I passed oig3§§iHy me). The onlyglaring flaw? 

1 No two player s’"'„rtaneo..s play. That 
1 Other than that though, R6/. rocks':; 


is all pf the problems tbatiplagued the 
I ;, S vers’on. R64 is fast, frantic and su-eas hell 
1 hard to put-down. This is the type o’ game . 

I you’ll come back to time and time again. It hasl 
I all the addictive qualities that made the origi- 
■ nal so successful, plus a few nice extras, like 
I Bosses, bqru®§tages and poweppps. ftfsadlt- 
I I Ie too easy thor.g-i, and $;,o 60 may be too 

rmiehito pay fOr suCff#sBnplistie ? game. Qgp 

I like the N64 version of this ga me morl than 
I the PiayStation ore. The primary reason is the 
1 nonexistent toad time, whic| helps the gdme 
I keep up its-'flgnature frantic pace. Jherg is, 

I however]%IOWdown during later levels, f^eal- 
I ize theillwmany enemies'crbscreenj but the 
I N64 has dnough muscle to cope. This fault, 

I aside, just about everything possible has 
I been done to update this classic. If you like 
* RobotrO^fyouTI lile this remake too. Kraii 


lumber Of Players: 1-2 Best Feature: Tons of Moves Worst Feature: Not Enough Chara 





















Developer: Radical 


Quake for the Saturn is a remarkable re-cre¬ 
ation of the computer game, even in spite of 
its flaws. The game moves at a reasonable 
frame rate and Quake’s 3-D graphics and 
gloomy mood are intact—for the most part. 
The enemies’ animation is occasionally chop¬ 
py, and sometimes they blend in too well with 
the backgrounds when they are far away. 
Some improvements help make up for its defi¬ 
ciencies, such as new light sourcing on firing 
weapons and explosions not in the original. 
There are two major problems with this game 
that severely mar the excellent game engine. 
The first is the lack of multiplayer support. 
Quake is not a great one-player game-it 
gained its notoriety on the Net as a multiplay¬ 
er. The Saturn version of Quake doesn’t even 
have NetLink support, which is criminal, given 
Quake’s Internet roots. Also, the control is dif¬ 
ficult to manage, even when using the analog 
controller. Without being able to look around 

quick %S8it with a mouse °ISiIS* ,tis 

hardit#jip : 'otf enemies above pc below you 
(varyessential). They did the bgjffheycould, 
but the grim reality is that cujfcnf cdhsofoscon 
troilers just do|’t work well with Quake, it’s 
fob Bad that this game doesn’t have mblfo’ 
playec support!;,Without that aadjolid Control, 
this great-top ktng SafHtn version of Quake 
shl nearly as goojaslhe o'gi% || ra jg 


In the arcade, Sega Touring Car has a reputa- 1 
tion as one of toughest racing games ever. I 
Now although it’s much easier to shave those I 
precious milliseconds off your time when you I 
don’t have to pay a buck per play, the Saturn I 
version is still one of the more challenging rac-l 
ing games in recent memory. If ever there was 
a driving game of millimeters, STC is it. Unless 
you hit every turn just right and accelerate just 
so, moving on to the next track is just a pipe 
dream. Because the margin of error is so small 
on each track and the demands are so great, 
only the utmost intensity and concentration 
will cut the mustard. I feel as though I need a 
pep talk and some cheerleaders whenever I 
play this game. As a two-player game, my spir¬ 
its lifted as I discovered that I didn’t suck at 
games; everybody struggles with this one at 
first. Part of the problem is that STC plays 
much better with the analog controller than 

!■ " ■ 11 'll 1 i- I' I ■ , • .tut i • -.ill. 

nil! to come to grips with and the last problem 


Last year, Virgin’s NHL Powerplay ’96 was 1 
widely considered to be the best all-around I 
Saturn hockey game. Sega’s NHL All-Star 
Hockey ’98 is the unofficial sequel to 
Powerplay ’96, with the same developer 
(Radical), the same basic game engine and the 
same slick interface. Compared to the last All- I 
Star Hockey, this game is light-years above 
and beyond it in just about every category. But 
compared to last year’s Powerplay, ASH ’98 I 
falls short in several areas where it should’ve I 
Improved. First of all, more important than any] 
other problem, the game plays WAY too slowly.l 
Everything moves along so sluggishly it almost] 
seems like the game is running in some sort of I 
slow motion. The animation of the players is | 
nice, and the overall graphics aren’t bad at | 
all—but when they’re moving like they’re in | 
quicksand, it really takes a lot of fun out of the | 
game. Another problem (which isn’t quite as | 
bad, but still noticeable, especially to veteran 
hockey gamers) is that the goryj@SMsftM 00 
hot. WbaMKtsadds up to is a.igame thatbas 
loatjiof potential, but falls dfrtln the.ttiost 
imporjtant'steas. To its credit, the,playef(MiS 


Poweqjlayeand now Quake | 


Featured In: FGMf/100 


: EGM #101 


:£GM# 99 


is «iat Sega designed this game to be tough 
aMybylevelopers went to groat pains t 
inSufe this game accurately ifoulates the dri¬ 
ving physics of ihe European-Touring Carrac- 
er5,fhey succeeded with that butsomebody 
forgot about the gamers, Thisgame is tocr , 
harafcSreeyen for mtafidthaf’S'seary. |fo||\ 


John 


Lobotomy really know their stuff when it 
comes to fhitfoerson games, jleir SaMrijpprt 
Of Id’s Quake;is jamazing, withHfgftting effects 
that make it more impressive than the non¬ 
accelerated PC version. Evenpingjs intact- 
mcJadiflg igjgfefial level destgnand Nitreditoh 
Nails^msi^al|ad there’s nc0eatbmafoh-‘ 
Mode, which would:hSsjffofoun§ied the game’s 
replay value throughitteroof. i'l’Knin 


IH Was there anyone not excited about this 

■ game? Thinkabout it: The horrid Oaytaffatyyas 
U decen%Bd)ty was leagues better, so Touring 

■ Cap|foutd’ve been awesom^jight? Not really. 
H t certainty iooxs nice and Is one of :-e fastest 
SI home racing.games around. Itjeshoddy con- 

trot, however; makes you icrgetollrr that, 

•M aotffbothefcpls^ing this without an analog 
$1 nad. T-tie home game also needs many more 
II tra'ckftdifSef transfatiph 'or no* Qgp 


re-s are slow, and the gcaphics are* 


as Sega Rally was. but it si.re comes close. 
The setfsattomofspeed is amazing (altffiKfgh 
the frametrafojcertainly suffers foaxdgmge), 
and thetijlijlol (particularli®|h the Analog 
Pad) is sweet. I like the whole aggressive 
nature of the game (awesome fast-paced- 
musib,f}l$gr.fast gameplayagtehan<k«eral 
ifsnjSCff^n ganj^tofUay A great rebound 
afterlttipinfull^iHPbaytdHBHI: JaH 



























ih'nitii h bucL And iuA uil [!ULiL[iad-ti[i tiud uiudy iu L-iuukla, 


Crash will have to work 


He’ll fly with a jetpack, surf on a jetboard 


ind saddle up a polar bear cub. He’s got 


obstacles. 











| Steep Slope Sliders may be a stupid name, 1 
but the game itself is the best snowboarding 
sim on the consoles. Simply put, it’s a lot of 
fun. The four main courses are well-designed 
and full of rocks, bumps, ramps and other 
| obstacles that lattrih you skyward for flips, 

I spins, board grabs and dozens of other cool 
| tricks. You also get a half-pipe course, a more 
! conventional Alpine track with slalom gates 
and a ramp- and rail-filled snowboarding park 
where you can really cut loose with the tricks 
(yes, the game’s setup is very similar to Sony’s 
Cool Boarders 2, complete with hidden alien 
character). Better still, once you open the four 
secret boarders—including a punk kid and a 
speedy racer who can’t perform any tricks— 
you can earn access to four secret tracks. And 
then you can open even more characters! It all 
makes for high replay value. The game con¬ 
trols fine, even though it doesn’t support ana¬ 
log. You need to use the A, B and C buttons 
witl»;the^)9uldcr buttons to pMfoff advanced 
trfcies, These rtrpves aren't easy, byfthafs why 
Mjp W 0 !%tfte big points. ’fottalso get a 
complex replav system that lis/ypu watch 
your .best tricks over and ovef;(ttS)tigTS|®y 

C0tat*| lenses, strobe lights aijlsttter 
camera effete, If you like) SteepSlopeg 
Sliders’ graphics are a bit rough around the 
edges, but fttey’re plenty fast.” Crispin 


Cobi Jones said, “This is the best soccer game 
on the planet." Cobi Jones’ licensing bonus 
check must’ve made him blind. Worldwide ’98 
is one of the biggest disappointments of the 
year for me. I was a huge fan of last year’s ver- 
[ Sion. The problem is, soccer games in general 
have improved, and Worldwide didn’t. First off, 
the multiplayer aspect is seriously lacking (for 
example, only certain modes can be played 
with friends). When you start the match, you’re 
treated to an impressive view of the stadium 
and a loud crowd waving their home countries’ 
flags in support of their respective teams. But 
once the game begins, the disappointment 
kicks in. Human-controlled players are identi- 


addicting racing game with furry characters, j 
Sonic R is your game. If you just want to race I 
through the game (so to speak), you can beat I 
it fairly quickly but you won’t see all there is to I 
see. Although there are only four main courses I 
(and a couple of additional hidden ones), this I 
game is a blast to play. There are tons of 
secret paths and items in the game (some of 
which open up additional characters and 
courses), so it’ll take a while for players to see 
everything. Each character has his/her own 
strengths and special abilities too, which offer 
incentive to try different tracks with different 
racers. Graphically, this is one of the best-look¬ 
ing Saturn games I’ve seen in a while. The 3-D 
texture-mapped graphics are absolutely lush 
in their detail, and the frame rate always 
seems to hover around 30 frames per second. 

In addition, I really think the track designs are 
excellent. Not only is there a lack of the 
famoqs/ellpping problem that aUtoo'Ofteii I 

rabritf^uilsftead on the Satifejbt the I 

« i?nifBP and off-trac$»jo»rn$'inix I 

up ptcely The music M tittle too non- I 
descrjptfprtfty tastes, and l$jP:Wish mofe: I 


large, colorful circles. The real trouble, howev¬ 
er, starts when play stops. With every corner 
kick, free kick, goal kick and throw-in, every¬ 
thing stops. You cannot move around the play¬ 
ers on the field to set anything up. You simply 

K Wifb*he setup the CPtTgiv6$vou. 
AfWvannoyance is :|(eciiOfr>f5M>f*ty 
ay-by-play. The anSfHgers get 
plays qnd teams wrong almolallthetirrie. 
Somef'-'es, they l even screatrvibuf, “GOAL!" 

.y&gajrietjytoday’s standard^JJgas afew 


R isitfore thanfie tepid div jjlll exl 
to-be.The.game greyy ; i»me and if you f 
chapce»|!!Pprobsj6#;pw on yab., | 


YsJMCjuestion about it—if a Sonic racing 
! had to be done, this is tbe .vyay.tO debit. 

E riMfbsstart, I got thatbld Sonicfeel- 
itfitevte.s. lots of co j|§|*|d a weird 
ydM jffigB ls). The graphics are some of 
est on the Saturn, and as cheesy as the 
IreMwAn’t help buftwr. them again 
(gain,T3#@ay they hid^jfte.pop--gppf 
r mce,t»(we$;-«cept m the Two-player 
0, Also; fhere’liotS of secrets. ShaWll 


Steep SIomSIF 

KS5 


; is a great sn ^^|tding 
, are OK (tfrefAsuresipre a 

othe" «K P Sfe b 


S WWS’pSisdehn 

dly perfect, fhe addition of 
ImrtffSce, and the eiM$rS§¥rrf?¥fr 
iCMPlished up a little/jjitsbutMiier- 
wise this is pretty much the same game as 
last year wjtfl^me annoyingTsWs. The fact 
that you cafftMpve around whenever jf|| B 
qpppjng teartffs about to pi^b^allSplay 

Shoiddbe. Overall M disappointed; S John 


1 four hidden’OSUrses amhtotft of I 
:ers. Ifyou’re'isi^Mrn awher 

nowjtoafdmg garaeyyrth.staying 


Sonic Ris one of those types of games that 
dr.ivbypti-absolutely nuts becauselt’s SO dar 
good, be-it ju Rdoesn’t give you enough of 


fealty doc-Mmatter one bit because the 

S issfiftprnned fun! On t^t.qfthis;.fhe 1 
flawless (onlfWngyStttfT. 
yociget sfIHRa corner). This one is easily i 

S ap 10 favorite Saturn titles of all time. IV 
go as far as seymg Steep-Slope Sbdere 1 

a cmmriersW? Shawl 


backward The game loot 
exciting as it used to be, 

of the ™|pous goalie 
kickedjfilftcross the fie 
way infelhe net in additic 
play Jgmig the gamepl 
0 n e- Mod esatfestj I 

this gSm»om bbililfec 




W hen you firstpjay Sonic R, vouTLcifobablv 
be turned oB bylithe awkwa -tHto.ntrol of tbe 
raters (I actually prefer the digital pad in thi 


What happened here? The first twaver 
WorldwwfSSShtr were toSjlfWkin'< 
now...this! This game has the worst gr 
and the slowest gameplay of the serie 


h The physics of this fast racer rivals 
Boarders, and you’ll fiddjhat s&sfetpar 
e feature-'. Still, there afSWhe great 
s andpwesome courses to comriH£y|o 
tnotlSse interest for quits a.while; jyjy 


to do on each cou 
ng in first-.The-Two 
: exciting,fjiSie 


best) and ffiegfine if 
-ide. Played Asa'htults 
jas its merits do rj 

h*sfS 1 
























I’m all for compilation discs that feature 1 
classic arcade games (even classic home 
games), but whether or not this one is worth 
owning is entirely up to the tastes of each 
individual player. The seven games on AGH: 
The Midway Collection 2 are certainly classics 
by nature, but I found that after playing most 
of them again, some don’t live up to the fond 
memories that I have, while others are turning 
out to be even more enjoyable than I remem¬ 
bered them to be. For example, I loved Spy 
Hunter on the NES and in the arcade, but for 


I’ve been anxiously awaiting this one for a 
long time, and now that I’ve finally got my 
hands on it, I can confirm what I believed 
would be the case for quite a while. Simply 
put, Alundra rules. Action/RPG is a genre that, 
for some reason, has dropped off the face of 
the planet (sorry, Legacy of Kain isn’t my defin¬ 
ition of an RPG in any sense of the word unless 
you mean Really Poor Game), and WD’s bring¬ 
ing it back with Alundra just makes my day. 
Alundra is like a mix of Zelda and LandStalker 
(that’s practically holy), but with enough origi- 


At t0 cal1 this one iMi|LP n 

rip-off But that couldn’t have be.ei) further 
frbnvthe HggSure, the game:tnay haygif 
iflSjfjn It butfhere’s a lot njore.-Fbr one. 
Armored Core isn’t set in a dinky arena. I real 
ly like the;wriefy of environr|$R&N>nd number 
of rtrj|5iorte>tfie same gives yfapi^econdythe 
garae-alsoMows you to builiia,Custom mech 
and then,use itiin the-game. I mean, what’s 
cooler than that? I’m sold. SHaWll 


Publisher: Midway 


Featured In: IGM #99 


Featured In: £GM#I01 


Featured In: £GM#101 


INGENUITY 


of the game). An yway 
thing about Ali^i^SSje. 

. ..--—^d ifficult. In an age where chal 

lehgdieerrtiSd'have been p)p;cfid-sec||^ft0' 

’ "igy,4tftdra comes ^strong a^>qne 
j difficult games .round, it tools me 
40 K0U-S to beat {though I dolikdto 
IfllVanH ' . .. 


lyJgffiMPand I promise.-Athfc puigzips. 
WILL stumpyou at« flMjBp infefedaotl»^48bat. 

grcat John 


Norkmgjftesign 5 ’ first PlayStationRBjbrings 
■.■income divers ty to the syst^HBHfetnng 
meup; Alundtafe the first acfign/R(PG dn the 
faifMfendStalker ^gfelda'wtll'kve 


dowSSfMKnt in desigrrfMJjfking Designs, 
as a| way%-»an excellent jQb-tr^nslatingthe 
dialogtie'lpd storydWWSagh their trademark 

hi I m’rtV.'ttf-'f nr.Q .1 rl— ,hll j*P jg 


abjgfan of LandStalker, a nd al t houg h 
Alundratdsesn’.t share LS’s isometric iriew,it 
feveHpfrfgirities. Althou^-itte overheat 
nd realtime battles aroiVwyiZelcfaiisltn 
/le ofthe’puzzles, charattepart LWlththe 
brgoversizgd.toots and headband everv.somc 
of tb£mustg)tsfi;ks bring me back.to Land-;. : 
Stalker. Alundrq’s action is chjlfejrging add 
weli-pacedand the lengthy quest will take a 
’ chunk out of your gaming life. Kelh 


greens ai:c tans, see Qffiilf 
ajfj tfie quest'itwtlundra is very solid. Tqg$.1$( 
game t hat wili'Be very comfortable in many 
gamers’ hands, even rfl^sn't-quite as hyped 

-- ffasgamv viflB Sushi 


-eaily.enjoy thefgame. OverallpBufgeffin 
eaSly my favorite game on | * disc (1 r 
play it fomunV without getjailig ti red of j 


2d of it, 

1, and the 


■questionabl«5bjftrol).:a 
Trivia g^hjens a nice extra,ceyertif it does 
becoi||jg§utless once yoffptdy thropgb#ie 
wholfjpl once. In the endywhat itatt-CMnes| 
dowrft^l^vhethMm ript yoo'rd.a.famOOTe 
gam|^^heCD.IfyfeUdrc,buythJs. Jq||| 


Ever since I was a kid, I loved those television | 
shows, such as Transformers, Voltron and 
Robotech, that were chock-full of fightin’ 
robots. Armored Core is a game that puts you 
behind the wheel of those monstrosities in 
what amounts to a very deep and well- 
designed game. Like many other mech games, 
you play the role of a mercenary-for-hire 
whose only allegiance is to himself—and 
money. Credits are earned by completing con¬ 
tracts whose objectives include destroying 
other robots, killing monster ants and protect¬ 
ing bases. Adding complexity to the game is 
that you must pay for the ammunition spent 
and damage incurred during battle. This 
makes you carefully conserve your Prepower, 
and try to avoid being hit, even if you’ve got 
an overpowering mech. Once you save enough 
money from missions, you can upgrade just 
about anything on your mech, enabling you to | 
kill faster (to earn more money, to kill even 
faapjfjitefte best thing abput Armored 
^dWfl-the: rrtcce dibleamoun t-of custsnwza- 
tions you can c§> to your mec||M>uying parts 

a in the shop- New arms, legs, l|eads,:fn%ldj{ion 
to qn : assor{tnent of weapons.catv.be bought to 
tailor yo./r meet:. As the missions get harder, 
you |ijay Wf^gurself havin§lydapt way 
you.play inadditiopffctafjttinjgsfe mec-lffop 

Kraiq I 


S omehow, this arc ade 
mltanddlsappotfiting. 

arm ’ 


i of rpy favorite 

MWfffifW, 

Root Beer TddW fb ema bout 
tthe origin al Tapper?)—but-the 
; mme? . 


..sJHB* 

graveyard of games Jthat shgttj^aveir|p 


buried;jtf'pbscurity/Jfiank gdddhess,;tffe'ffivm^ | 


ol info! S US hj j 


J nored Core may be the best mech game to 

te.lt fake&Mrtual On’s dassieformuta and 
s|iek : Vt'qje’stcp further by giving'yotirfiis- 
iusaiidsthftability to buy parts'-fpr, andr-v 
stomtXe.qtcSr mech. Giant roboftornbatts 
sply that nfch more fun ifyod’rd earning, 
wey. (froets^tnpleting misstens).and'buyipg 
irepowstfukffear. The gamddSBld’vebeen 
it muen belie- iad it supported dual-analog 
M>t,<far“a ? uthen(i)®itfech cdwStlit Qgp 


alwaysmproponent of buyin^tasdc game | 
npitatlons. After all, it’s thedaest waysto 
ra\iffjVary(«ome of the’4reafest';games 
of all timJbSpyfiunter was;a;1rtfiS disappoint- 
lit lufit'doesn’t do it for.«e.>wymQ®),TaTid | 
restarqjfairly mediocreritexcept foexy--■ 
BurgefMte: This is the RE$£mllSSon tO-bUy 
s compilation (even thougfgtontotebet- 
■ ofi-M^Sld IntefKstor). If you alreadyhave 
irgerTlme, you may want to pass. )g|j 


lejArmored Core is the h appy median 
iperi thetoo simple VirtuqWn and too . 
j|ex titles li|ce MechWarriffi;ff^ftdxlirra|e 

•lift t^^Scade-style gc^pldy and, 
lens-itwith strategic elenJejtfSi’BS'you 
rissiorf* cotrfiguhffg 

I vdu|Btech.withbifferent parts and weaijp§ii 
l(§ final stagsisfabout as challenging agyeu - 
can get.without crossiftiShe Me over into 
T ..strating. This is riot one to miss. : jQg 


I ceepens it 


whether you tite'tfi«l%ssics 
fr. Pcrsbfiapl learned that Spy Hunter is 
t as fun as I remembered it to be, arid that 
> only^ames that I still enjoybd playing: 
re BurgerTime and joust,a.‘0therwise,;the 
presepfatoi of this pack coutdpve beeb^iet-1 
refined (althoiftstb.e trivip^me | 
offer|||i|j J |ome irff|r||ting iJdbits aqdinfer- 


iew^HKrall, tfw«PgoocrN^3l |(fj|jn 


ting Your Mech Worst Feature: Small Environments www.playstati 






















Officially licensed by PlayStation! 

Complete steering wheel, accelerator, brake and 
stick shift system! 4-way D-pad plus 8 programmable 
digital action buttons. Incredible 270° wheel rotation. 


Also available for Nintendo 64 
with built-in Force Pack! 







I At first, I didn’t know what to expect from Autol 
I Destruct. On the surface, the game 
I more like a rip-off of Twisted Metal than any- 
I thing else, but after spending more time with 
to Destruct, I found this game has more I 
I substance than TW in certain ways (keep in 
big fan of the Twisted 
I Metal series). For one, the learning curve and 
I pacing of the missions seems very well tuned 
I to my tastes. Although action is the rule of 
I the day, there are some aspects of resource 
1 management in AD, and whatever you need 
| always seems to be close at hand. This “just- 
in-time” resource availability works well in the 
I game. For example, I always had myself to 
1 blame for a failed mission instead of the 
I game...a good sign. All the action takes place 
in San Francisco, and even though the game 
I environment is absolutely huge (several 
I square miles), the radar is useful enough for 
I you to find what you’re looking for. If anything, 
I thj Pfip ggg) big as it take.sWMtseems 
I likfcforiveFttprSverse it. Gj^phieaHyr Auto 
I Destruct -s only about average. The texture 
I qualityjsOKBnd the explosfgSfeire decent. 

I but oygpjjpie graphics affifthingiT^.write 
i-e.abojt. The music alio^ts on-your 
irveSafter a while as the tujfgs.are^pe’ti- 
’e..tf,y{>u’je into^misston-based racerjiiftuto 

e Kelly 


I Dest^psa ( 


I lma Siaa^L? s a Twisted Metal/Felonvn_79 
I mix with much -ore depth ande.rnuchTaf.ger 
I playing af^y^lhough the missions are-pfetty 
the datjPthev are all d|j)y|red with 
gh window dressings td keep c thmgs:lr\ter- 
I estrngrandfresh. If you’re a flin of offensives 
I driving, and |||sornething wasi-rf!#ays,miss- 
I ing from theother games of t-hecgenre (neri-tfie 
I twoaforeme»ll6ned:tltles), give AD a try. It 
might just have what you’re looking for. Qgg 


’ Auto Destruct do 
ie SggjjB& are 

thjAHi I ( 


get into th|| 


issions do 


is 


makes'if fun to drive around jj 
findtfiiHgStprjprotect things, |utso 
later you get bored -you’ll want more. The 

missions aliovyiyou to do different thm|g|p 
with a wholearray of weapoMggtat allS 
boifsdovltn'WTs lustifejYfng around. Overall, 
it^BBMTbutmPriai 


° s Shawn I 


| This is a very ambitious game thaUe-cre.... . 

I large cities fof;i;ou to cruiseln your,supefpar. I 
| the cities§re-wefRoH?ftuct-| 

h^gptftre is some flgHbaQjlop-up. 
meplay is good, but Of the jdfiger 
ns will try your patieifUlWis iSSspe 
r'tijjp you’ve almost completerffiie, 

:n rertote#entfe^|- 


reepbfmgpd AD.ft&a.great 
ay if yo 9 S®spatienPjJByer.- Krgjq 


| Prior to playing Broken Sword I r 

f the Knights of Templar. Now that I’vel 
| played the game, I want to know 

■ 'hat’s cool about the game. You can’t 
I help but get drawn into the complex and 
I twisting plot, the characters you meet up with 
and the bad guys you’re after. Needless to say, 
the story line is excellent, but that’s 
I only thing that’s cool about Broken Sword. The 
I graphics are really nice-they totally look like 
I something from a Don Bluth cartoon and are 
ted just as well, too. The backgrounds 
io nicely drawn. One thing about the 
I graphics that I notice is that at times some of 
| the detail is lost, especially in the item bar and 
ortain objects that you must interact with. CM 
ie flip side, the item bar itself and all of the 
| Menu Screens in the game are really easy to 

tse. If you’re into games like this, buy 
I the P S mou se (especially for Broken Sword). 

1 On |ti^ClStogue end of things, J|g gammas 
I qutte-a untCju«"cast, full of different voices.': 

I Do|j|:^xpgtt;Aof the voice aetmg-to beflaw- 
" ss.—or at iea'I all of the accents tc :ie accu 
te (is-that’fench or Russufe^hateverthe 
•cent, thdrefelenty of hunpgii ’ 

I rollin’; Theitggest flaw is thite 
I thabfbey're.altfhat long, but there'are'/$lj@f of 
"jitttexmes that kind of “add uplg| §||gyy|| 


I ran’i say I'vi- enjoyed a lot of ooint-and-r irs 
_ gacfreS; but tHfeaAle is a nice.exception.cjhe 
I anffnatTons are great, the voice acting is fan- 
I tastic an^Kfries a quirkfebse of humor. (I 
I found i|yselfisking characf^Stots ofrques- 
| tions iJstftO’hearwhat the^'Say.) Itsieonfc 

cwsalso pretty good|Jlwgh.:fc.ptts I 
p^gittle larger or hapetext calkpjjp,. If I 
ed-tbe old^xtsbased-adventuresgames, i 
S^fetty wd^Wccesslal-. JggB 


n notabn of point-and-clickgraohj^dven- I 
res tat Broken Sword is intriguing enough f 
at it kept my interest gene from flatlining. 

I Thej§t§a times are annbyingjmordlft^Hw 
1 not andthe-istory IS a bit on ffeyjftear $ide... 

I (there doesn’ftem to be a Way toido the 
I wrong thing^a! the dialogu§cis-trrtercrtingc 
I enough foi*)fiejfe ca re ab out what ,happfe(ij|to I 
I thq.character^fiik^ft canals-,-these types of" 
^gam'ds t airei> ? t-as ba3$ffiP§mermHHM^g||y 


The FIFA series of games on the PlayStation 
been disastrous, but this FIFA looks like it 
signify a turnaround (albeit a slow one) 
for the series. That is not to say that this is a 
great game—it’s not. It is, however, a substan¬ 
tial improvement over last year’s horrible FIFA 
97. FIFA 98’s 3-D graphics are the most 
detailed of any 32-Bit soccer game, but the 
problem is that the game’s erratic frame rate 
and player animations leave much to be 
desired. Because of these problems, the con¬ 
trol of the game isn’t as smooth as it should 
be. Often, you are forced to take a few extra 
steps in the wrong direction because of chop¬ 
py polygonal animations. Such a thing is 
annoying when those extra steps force you to 
kick the ball out of bounds or overrun a pass. 
Overall, the gameplay is pretty realistic, and 
includes all of the moves you expect to see in 
a soccer game. The passing has some prob¬ 
lems, mostly due to passes not being led ft); <1 
front oJ,,tBijcintended receivdHHHfeIhg I 
goajMJ9|$lfgence is compet«||j§®t-prone:to I 
sqm^r^'Ily dumb mistakes. FIFA easily has I 
most features and licenses of any soccer I 
ie. Player creation, hundreds of real teams 
several modes of play are available, but 
does it matter if Ihe gameplay isn’t refined? EA 
should conC^rate.onjmprovirt'g FIFA’s play so 
'■ ean;b.ettprr'c6mple|pji1ts d&jatfT:; Krgjn I 


' Twoeamesmay share the same name but I 
Playstationylrsion of Rog|l To World Cup 
9JW' * 1 " jKihave the magic. tM the NT/, I 
version nfimfflK. That said, RTWC 98 Is the I 
’ t soccer game I’ve played on the PS so far I 
guSpfij^ have a clean look and tfte.arfSna -1 
tion is very smooth. A.tho.igh the Si-tgle-playerl 
Mode is fun to play, the multiplayer game is a I 
11 t and a half (as is to be expected with a I 
er game). Not bad by any means. KdlV 


RTWC 9:3 IS a very, very good soccergame and I 
opg-bf the best available for ttaf&yStatipo, if I 
ndlifie'best. It’la HUGE inprovemr f over t:cl 
1st (forgettable) FIFA, and as usiml wifh€A I 
pprts games, rt’s loaded witft&pjfons'SfcdbasI 
fantasticimer.:!e. The game coni-o.sreally I 
nicely:(AnSbgAd support, yeS!)i'and ani- I 
:i6n is i$i>fp«’sive too. Myohfy/omplaint I 
ainj.is-'ttet-it’s just tootsy!. Scoring, steal- I 
whatever- make it harder, EA! Johlll 


■ The FIFA series continues to improve each 
] year but still has trouble re^ihfng.theeveTe 
I si#affttafstatus. This yeafSs-ie 4 tffSnsnTOvs 
I off imprMeft®phics and ri|pre;WjWgsand ■ 
tfffethan you can shate a stick q||JT 
r|<f)r|me rate, howe#?Wcks| 
ry difficult 


flK-it'sv^H 

.ihgsfl isn’t very realisfeand the'go; 
bit BrangeiS ( ometimes-Cfnbkipg..exa 

ii - J ‘-1 k “"Sst shoS^BP I 


l ated divesifor the^Siitiest' shoft^-s 






















Publisher: Midway 



You don’t need to be a fan of the original 
Apple or Commodore 64 Lode Runner to get a 
kick out of this update. You only need to be a 
fan of tough puzzles. I’m talkin’ really tough 
puzzles. Some of the later levels in this more 
than 58-stage game had me so stumped, I 
tossed my controller aside in frustration. Still, 
the thought of getting to that next puzzle did 
keep me coming back for another crack. You 
can save at any time, so you’re not forced to 
backtrack through a lot of old stages if you 
screw up. While Lode Runner’s two different 
collections of single-player levels kept me 
busy, I actually had the most fun with the 
Two-player Mode. It forces both players to 
invent strategies, such as having one person 
run interference to distract the pursuing 
monks, while the other collects all the gold, 
lust as in past Lode Runner games, this one 
lets you make your own levels, which can be 
saved to a memory card. It’s a cool option, bo 
constri^fcjilayable, well-b^TC8d. ; stages is 
toujfflffijfrfyou might think! had rhbrbfffn 

Ruh‘ner's,strnple graphics are Jar front spectac 
uiactthe,character sprites arJ ? $osmalt,.tbeyki 
dowrtrlght-a^afable), but they are true8 the 
classic. Arfdjt&jthe classic gameidav tp^! 
sure.to draw awhole-flfiw genara.ttdn.offaws 
l to this J5>yeb'r-o.d fame. Cfispjr 


T he level design in this racing gamt^svery 
cute, as.are’thifgraphics. Althoughithereare 
dH^irt'i^wSs (including hggt&'an&i&w 
Weapons,,the gameplay becowlS'Jpo cejieti- 
ti&S.-Eyen worse, the multiplayer part of this 
game is atrocious. The carnal views make it 
unplayabl^:.iSd,the way thattbe-multiplayer 
models designed to play is aiipjiyfpg. What 
yoifte;left with Is a vety fyera’gb'raber that’s 
. 0 ntf' 0ne-HillodciwVf KF3f Q 


Lode Runagr was one of my favorit e game s 
years agcf;and I looked forwarife-kVSMs adapta- 
tioiv.Asydk? might assume, itjastmp'rpyed 
graphics, sound and more le^l$^lut ndtftmg 
bettpf tha|i average. The sad truth is that LR’s 
gameplay no longer stands the test of time 
as-tSTW'lh-yome additions, i&oaM (aijgfcsjs 
should) hayft®n freshened^. For thtfstrea- 
soru l (funk-only hardt-ebnefans will enjoy this 
^a'mejjfsSiiMs becOTtb&o stales:.'! |(|-gjg 


r This brings back fond memories from mv 
CommijWjftbA days. It’s pretty. mpch'fhei|pme 
garne ; aeibwa's years ago, wh[#tka gopdr.r. 
thing.‘the Two-player Mode cJfft’evan get 
amusing, as® layers try to hepeadh other#*?, 
butend up'screwing themseNeS>inlhe process. 
The AI is inconsistent, freezigg.pnemiesfor-no 
apparent reascWat times. SoFs8pf|he levels' 
ware.designed poofly,wtth dead- ends-and 
cheafttmpS'apientvsMfi'but a’bifoid. Qgp 


Machines titles'wtll not want .to miss this 
udraw¥vSp||Ttornplete «i4t,so many 
modes you could get lost trymgTo finithem 
all. WhjflgHbne-player gankis pretty good, 
the Multiplayer Mode is an utter joke, l don’t 
call -railing c’f edges less tfS.your bppo- 
nent’’«|i»|match. Yet thisi8|?f|JBhe gameteal- 
ly is The power ups ar«ft t very useful, and the 
track is too large for the screen. SllShj 


■concept behindiLodt-Rarffter, 

I stays true-tSiffiat. The graph- 
and the pu&^ighHHgttr 
n’t try to giv&yoii anything: 
le game and stays true to its 
?, t wouldn’t p^y $50 for it but 
I’dcbftstder it.'-’ SltaWI 


Featured In: EGM #101 


er watched the Japanese 
| Ghost in the Shell before but if it 1 

lis game, I gotta watch it. I knew going in thatj 
I Ghost in the Shell uses the jumping Flash! 

| engine but to my surprise this game is much 
re interesting and fun than JF1 and 2 (and I 

I really like both of those games). I really enjoy 
mission-based action games so this game is 
11 of the missions are fairly 

I diverse and challenging, but the Bosses are 
way too easy. It took me a while to get used tp 
having the ability to stick to any surface like a 
spider but once I did, it became second nature, 
really cool thing about that feature is that 
can sort of adjust the difficulty of the 

I game on the fly. When you take the high road 
and stick to the ceilings or walls the game is 

I range of fire and launch your (unlimited) mis- 
and pick off the enemy at will. On the 

1 other hand, if you’re feeling frisky you could 
ju<np ; irfto-thefrying pan anijduke ifpuprtght 
the enemy’S-fate. DifficujM^'WMrjlvitiOre 
warding-Tbijiiray. The 3-D.graphics are clean 
id tha%tsi? seems to fit fhe mood pf gach 
issi oifilfe well. On the tiffifc&f'" 
cartoons were kil 1 ' 

J •®**||guely followed ttaygpry ffljjs^the I 
« took gooC Overall a-Very I 
jjjjbut a tittle too shorts |(g||y | 


I lnat w™ * ( 

qK 

!■ coolfjgjigi-bul 


re side, 14 feel 
d of ry 


I . -sUidmit. t his game isn’t any thing li ke 
wanted.'toseeiSisuch a hi^Kprofile anirr 
based gri-e. Still. Ghost in fljBj-SheirpfoVT’des | 
a pretty co^Tst-person shpptef titlj4jat can 

I I hold itsiliwfMigamst the my{rad:Oth« titles in 
the gertesphile I was lookmtfwa defbite'd 
RPG/advenfure, i’ll settle for this gamfrwhtch 
’’isplSH-scene animati<w^ivating.th,at.of 
le btstjljimes ip.'Jtemarket. Too bad the 
ame doesn’t uphold its namesake. Sushi I 


GITS is ajgugh call for me. I love how the 
game Igoks and feels |ust like^fftnovie in * 
manyfespects, and the ability'tepijmb walls 
Gi^aHnder) adds an extra efeni^UqjftlaV 
tffStreaM.K>#Spnguishes GlTS.fipm mostaWri- 
dor-styie games. My problemf‘«ide frotruorie 
or twtfverMSpSstages, the gameplay is too 
■petitive. With only three attaekstyle^briA 
_ .Dtsfpue.b4rt.etV, tbldgsiget olrtlaist.. If you’re a 
1 farfofl®S4vie, cf4$ft ; Out. ™ Ifthn 


I nggame that wor<:e-‘...ly bears little dr no I 

reWBfWjHProm. HowfWith WfWpaceJ 

the abilitj^^pmb walls an§b)yarj,ety qfmis- 
(wfij^hjet much morgjfun after ttie.iist 
| three) |||||nvironrnents. Y«MMn baHfkfng 
L It in a cityscape in one,(then 
I '8 theocean M.sppedin|.a1,6pg a 
I highway lb the ne)d;’lt*sfun 1 .but if it had a few 

Joe | 


I lf you’re a fan of the 16-Bit versions of Micro 
Machines, then I have good news— the classic 
gameplay is nearly intact in this spectacular 
32-Bit update. For the uninitiated, the game 
has you racing Micro Machines (yes, those I 
tiny toys) through oversized environments, 
such as the tops of dining-room tables, across 

I school desks, etc. Depending on the play 
| mo de, you’ll win by either beating opposing 
the finish line, completing a track 

| course longer than anyone else (trust me: It’s 
ro easy to get lost in some tracks, or fall off 
ne tabletops to smash on the linoleum floor 
| below). All of the coolest Micro Machines are 
represented, including monster trucks, tanks, 

I power boats-more than 30 bug-size vehicles 
in all. Plus, you earn secret cars that are saved 
to your memory card and wagered in multi¬ 
player races. Yet it’s the tracks that are the 
real draw here. You’ll see nearly 50 courses 

each is modeled in painstakirrgVJitail, from 
the dragonflies that buzz ovet®t;Water 
stag^S-'d.tNPicky spilled syrup on the 
kitphdratable^Still, as fun as singte-play^fac' 
ingf$,'mLftlpi$jjer stinks. Sure, it suppoTfift^) 
to eight otayers, and there’s plenty, of modes. 
But with.everyone ootjfw^d to?d'«tthg|e:-screen, 

' ’Doeavv to.get ios:. CfiSDin 


,’s nic e t o play a game like this evervnot 
gatrij^cteanajid simple fun. Theigame^rts 
offjajj'd ofifovtcbut gets m„c:t bette-asyou 
progress, and the primitive graphics work sur¬ 
prisingly well. Even though tfrecmirseS'tetld 
tube a llttlssbort, I’m sure I|($tjtlcome back 
tp.tbls'one.Twp.more things!Whads upwifh 
the kmdergarjeb training levsjfsaftd thffame 
characters yotrian chogse? Overall, assotid 111 ■ 
■le top-ddwn racer_ SHaWll 
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Developer: Kalisto 


Utilizing a third-person engine that rivals Tombl 
Raider, Nightmare Creatures delivers an awe- I 
some horror story that you participate in. I 
Much like. Clock Tower, you'll soon find yourself! 
slowly peeking around every corner looking fori 
the boogieman. The special attacks are stir- I 
rfrisingly easy to perform, and only the turning I 
speeds get on my nerves. Otherwise, 

Nightmare Creatures is a well-done title that 
has lots to offer those who love to explore as 
well as beat the crud out of undead meanies. 
Nearly every technique is useful, except the 
lame jumpkieks. Don’t even try them on most 
enemies, unless you enjoy being swatted from 
the air like a gnat. Also, this game is easily 
picked up by beginners as well as experts. You 
will not need to use the block button while you 
learn, but experts will quickly take advantage 
of it to complete their goals perfectly. Even the 
items are so powerful that it almost seems 
unfair to use them against the undeari. Pistols I 
kill with one hit and life rnns.nos are every I 


The E 3 sleeper hit and visually incredible One 
has finally arrived. So does it live Up la its . i ,1 
hype? Yes. This is what a 3 -D Contra should 
be. It has huge explosions, lots of lights, a 
simple but effective story line and loads of 
action. And this action is apparent from the 
get-go—a short but impressive intro quickly 
gives way to an action-packed escape from a 
giant attack chopper along a narrow, elevated 
walkway! Yes, it is as cool as it sounds. The 


me of the old days of gaming. For example, 
you’re fighting a Boss at the top of a tower— 
BAM, the next level starts on the top of that 
building. And where are load times? Virtually 
invisible. My major gripe is control. There were 
times when I expected to move one way but: 
ended up going another because of a camera 
change (i.e., pressing left moves me forward- 
camera rotates—now left is actually down). 
This i s a pr oblem inherent in most 3-D games. 

annoying at tittHSOKfe*) 

B mera changdnHMfWmile 
e so you cJHH^^^^in 


t losing ,: -JTmb.• 
suppose that 1 


cr tVe§e<n^gfenle:%Ti( 
i.-apciiSrmbosrtp boot. ■'s/i 


joneaction-packed gam^haWisual 
ptS jjSHBbrked hardiOft-makingorigi- 
MaiBlP pxpriitinnia^mffw 
bejjggfem are brilli jafcaia every 
leyet-contains a new concept in ffean 


: COM #99 


: CGM #97 


:£GMH99 


NIGHTMARE CREATURES , 




Developer: Visual Concepts 
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raphic least, buumLgameplay 
I rough edges that make it 
Jfnd sometiMMKsaB|). 
era view o@i§kesaffl*rol- 


The movjfflWhera view oftWMJikesiSMritrol 
ling y.urchar.o ter tough, a#wen hardefto 
aim aJBes. Sometimes^ expldsidps 
hide tlJ^tacles you nJj|lR 

your surv%l a guessing g<wmc i;s:a,gOod 


m^ C fi^ 1 ti^in| ?uld jfraig 


Unejs the g ame lhat will pleaso ^ome vet c 
appoint marly Ms year. I persop^fly ,ji k<£,the 
hSgf 3-DHyotidffo navigat^Mt I detestth 
predictable patterns to the enemies, partic 
larly the Bosses. You won’t have mudh'chat 
lenge foes, but willfffejdfoursetfr-gort 
stantl pjjp fing the crevice^BiottfeMsS 

hear^.'rJn^rtte forte 
rath JBWi battliBBTOy falwH I Chc 


3R 


quite 


nstthe 


Sushi 


w Ray Tracers. 

I looked like an updated version of Taito’s s 

coin-op Chase HQ. Then I beat the game 
ut 30 minutes, and I really have no 
I urge to play it again. There’s just not enough 
I to it. Each of the six levels has you barreling 
I down the highway in an indestructible car, 

I plowing through Sunday drivers for bonus 
>n ramming a big Boss machine to 
ive.’s er.d. Sounds exactly like Chase 
I HQ, right? Trouble is, Ray Tracers doesn’t pack 
I any personality, making for boring gameplay. 
te courses are dull, the drone cars are no 
ore than random nuisances (which yield 
onus points when you Mt'am), and the six 
I Bosses are easy to topple. You simply turbo 
I boost into them until they die. Heck, two of 
le Bosses—a helicopter and a Harrier fight- 
e. Why don’t 
they jUstSy a few feet higher off the road, out 
of rea ch of your ramming attacks? On th e plus,' 

'S very fast. 

The four selectable carsltdb'froi 
,ugh voMreountera 

f«tr courses ag^^Bdrt^^H 
!n, Pp§§ adds little tltfte ; fepl||S)e. I 
. :her Bosses I 

CrispmJ 

I like the blend of racing and destructioiyn 
Ray TraoflHB there are jusSBni^prob¬ 
lems rJfcb the game. The cari»s®feiTsare' 1 
overlsSS6nS*V4, and there is ffijlaflUJ 
pophfSEvejflyou can overlH)$*3tfku 
caj;fl#,yp'lica n’t ignore how¥my tfifSgafne 
rSi-TJier.e,aren ! tmany levels, and the BfSStSS 
are easily destroyed It won't take the average 
player more than an hour or so to finish the 

Do companies honestly think the^y^jet 

" ising games that only take 20 

- . nli-'i-: Wane's the quality cor- I 

trot? Ray Tracers is an excellent game-great I 
graphics, great concept, fast animation, etc. I 
Bin 20 minutes of video game enjoyment is I 
worth paying for, right?-Toi,baiRay I 
5 could’ve scored very high in my book. I 

..SSiXSZ^lnfr^oaii 


premise in Ray Tracers 15 this: Drive car, dt 

S , kill Boss I 
ough.the L 
. ntrol is decert and :ke graphics are actually I 
gogftfeyTracers is the mostsimplistic, 






















Developer Pack in Video 


I Fishing games have historically been fairly 
I popular for some unknown reason. 1 don’t 
| doubt that Reel Fishing will do well, but it 
on’t be by my recommendation. I really 
I couldn’t stand to watch someone play this for 
I the first time; my own experience was bad 
I enough. On the easiest level, in the simplest 
I fishing hole, you will find that catching a fish 
1 in Reel Fishing isn’t anything like real life. You 
I have a 95 percent chance of losing either the 
I fish, the bait, the hook, or (most likely) all 
three. Sure, you might finally get the hang of 
it after building your virtual fishing skills for 
| hours, but who wants to lose for that long? For 
le thing, you are guaranteed to hook a fish. 

I These fish are dumb. Despite your high rate 
I of hooking a fish, you will find that these bad 
I boys can break your toughest line without 
:h problem. This is mainly due to the lack 
I of sensory feedback for the tension on the 
I line. Without that, it’s a pure guessing game. I 
I lovfjtftS'Wthgpjeatures like thecfisbtanks, but ; 
I the^-hbnestlyWen’t what I’d buya-fisbing a- j 
I ijifflraor. They are merely fi.ier.Adc the poorly 
I designed tackie box interfacaH my tistof 
I frustratihg features. Carpal Tunnel Fishing is a 
I better name for it, as replacing your hSkjjtfjhe 
I far t0 ° lon S Jiaojcs tdfhe 

I weak menu system .and loading. At .least the 
1‘isbing hole backgrounds ;re cool.. §||£||i 


iy kind of game, 

I have to admit—for a “fish sim," this is about 
as realistic as it’s going to get. Thef$s;i|pt of E 
strategy invotyed in choosiffiwhat eijjMent “ 
to use mMM bait, etc.), aSfefrg afetefo 
keep a|tTteke care of som@}ijjf:yqur cStcbfeS in 
your d^fti-Hsh Tanks is very codl. fhe mffsic is 
-rysfething and the wholi game -as a nice I 


j There’s < 

man“ e 


:e thing about Reel Fishing-it 


Ibugh, the |t^p^ici arid feel 
I of Reel Fufehgere nice. I can’fc*®! my jawc 
drops oMPing, but the game certainly does 
' re m$®eeling of really^ijfng. I would 
e tqjgge more detailed graphics on the pc.e 
d intferttCe screens. I wot®|t’fbuy.onf.’fish. 

; gains, but if you’re into fishing atallpen 
for ItyStiis oniPfcSilreper!' Shswfl 


) exQgrt, but the few timesIVed 
I few wariHfeiit h a rod and reel,-l*ypS 
consistent bites like in this fishing game. Just E 
about every time you throw thfeitife ituwfiu getE 
a bite from a fish. As you can tell, this isn’t a 
| comptetely ; -r83}istic game. NeveWtelesjftO my 

S e, I did He it. There’s a lot of qiBgl 
abdMHuchas ' .whs* 


Developer Psygnosis 


Shipwreckers is a cute and original game 
whose simple play mechanics make 
appealing. Using an isometric view ti 
the cartoony 3-D terrain, your goal is to pilot 
pirate ship through various waterways in the 
hopes of securing harbors and finding trea¬ 
sure. The gameplay is mostly action-oriented, 
but there are a few basic puzzle elements that 
involve the opening of doors and the use of 
transporters. A variety of weapons such as 
flamethrowers, depth charges, rockets and 
mines are available in addition to any pirate’s 
weapon of choice—cannonballs. Although the 
One-player Mode is fun, the two-player com¬ 
bat is clearly this game’s strength. Here, play¬ 
ers square off in various water arenas with 
power-ups and ship upgrades available to 
them during battle. The game feels a lot like a 
fancy game of Combat, especially when the 
camera zooms way out when opponents dis¬ 
tance themselves. Aesthetically, Shipwreckers 
1 Sjff flashy, bu tarts 3-D graphyKIftttffetmos- 
pbefeeWte game perfectly,4he onlyiatWcy- 
ance is that the weapons afid explosion effects| 
are impressive, but they ' 
given JBgjft of the less f fiHI _____ 
musiopph'e other hand is truiyannoytogsvand 
I found myself playing with jttbrnedjpffvi 
orderMlklgep m vjg tto. Overall,-<Ship,«(re:ker 
provbili^le a vdi||5#orthy : VeSsel. K|-gj| 


Shipwreckers’ mix of puzzles and high-seas 
shootis^'idb.o.n just didn’t do it^it me.Trgot 
bor^spflllring around the levelsysOlvipg 
nuzzles frost of which are easy), and getting 
blown tp.'bitsday the frirstratlpgiy tougn ene¬ 
mies. Fortunately, the game has a saving 
grace-its excellent Multiplayer Mode. Up to 
ftvepeopie can-engage in shrp-to-ship : cteath- 
matehgsm-iodifferent arenas. -These multi- 
boS8S#iiy:fh get pretty wild! Crfe ni n 


Bfu Wei^dl&f 




Shipwreckersis another game thatyou . 
shouldn’tplaykalone. The .tip-layer Mode is I 
a IptoffQffmtrrcool power-upSjiap'd'claustrq- * 1 
phatifc arenas (that’s a goodiBmg), however 

the single-player game is a little too boring , 
and straightforward for my tastes. Basically 
you go around'SClving puzzl#-«T»d. shooting. I 
things? therelijist isn’t that much to this game. I 
The frame rate slows down at times and the L 

[ O verall, Shipwreck ers is a fun littl e n uzzle 
game with a touch of action, it’s not the best 
arhurd (comparer: to simitar action .’puzzle 
games lil^jpsfvikings) but IttS Certaltt^aJot I 
of fun. TDftgfaphics look good, and it has a 
oi njgggiyer feature. The biggest problem 

I have with the game is the-music-it’s like 

it otMffornothttg'elsgi-'f’fr'i'this 
le HHKMultipHHHode^W^ 


Developer Sony Interactive Studios 


remember going out to see this game in 
/ery early stages, and getting excited. The ideal 
behind the game was not only to convey what I 
the Spawn world was like, but also to give 
PlayStation owners a fun gaming experience. 

I thought it shouldn’t be that hard to make a 
good Spawn game considering the 16-Bit one 
that came out really didn’t do the job. A lot of 
time passed and I couldn’t help but think of 
how cool the game was going to be. Well, 
it’s finally here and I can’t say that I’m 
impressed. I’m a fan of Spawn (well a few of 
the comics and a lot of the figures anyway), 
and the game definitely has a certain horrific, I 
gritty feel, but that’s as far as it goes. 

Graphically, Spawn is a step below Tomb 
Raider. The special lighting effects and animat-1 
ed textures are impressive, but only 
I like the music—it being more for a 
most of the time, and then rockin’ w 
sequence takes place. Which is another point. I 
The expto|^i in the game i|jg ' 
fight sjSKRb that are belofci 
bestjJwSaBiind that they J gBt trying to I 
majfe&ffgftfiijg game here, |H since thisgg 
the'case, fWbyld’ve left out file fighting alto 
gethgr (or maybe make it more like Tott» | 
Raider's action |equences). hrgaljy wapfto 


J “YawnjMsmore like it. Spawn’s a game nc 

« a fan of the comic or film couldlike. 

ft’s nofc&ring, it’s frusJMiPMtf 
■ miserably as both a fighting game and explo- I 
1 rative actioneer, with a weak fighting engine, 

J horrible 3iP.(^niera,choppyjcontrol and bad 
I graphics. ipStflg right downijtbere with, - 
I Sirteeb’s BfCalibur 2055 and ASG’s Perfect y 


W Looking for a bad action game? Smell no fur- 
I ther than Spawn. The most frustrating-part of 
1 playinjthis game is seeing -ow much poten 
I tial ifcjr»s (err, had). A 3 -D ac0oftgfem@with . 
I figbtfngjgame-siy le battles sounds'so cool in 
I theqty:buttl®xecution isnfetfigfe in Spawn. 

B muddy 4s £)&ckwiOp<JS 

a mu in Washington State, the 3-D fighting 1 
I engine isHRftd awkyvard, andthe erfflfPAI I 
^just coulcfiii'iBb moYe'ktBfndead-V’* KellV * 


fi» 


' I haven’t seer^nany bad third -perr 
is ye»l^&new hell wouHB 
■ ■ .v-iew.'ffan’t find rnudJ^H 
I about.this jic^ly conceived t^^fariny 
“action was the awesome 
art; McFarlarwlffewsJlow to I 
js fans. That in mind, I. find it f 
with the 

I choppy, pixetated, slow-moving game his _ 

Sushi I 






















Developer: Laral Group LLC 


I’ll be the first to admit that it seems weird ’ 
that Nintendo has their name slapped on 
these headphones, but if you think about it, 
it makes sense. If you can’t afford a big oP 
surround sound system and your parents or 
neighbors complain, these headphones are an 
inexpensive solution. After using them, I never 
want to mess around with wires anymore! It 
is sweet to just sit back wireless, hear the 
sounds from every game I play and not have 
to bother anyone around me (except when I 
would get mad at the game and scream). Plus, 
the set has two inputs. So not only did I have 
my systems hooked up to the headphones 
(through a switcherbox), but I also had my 
portable Walkman jacked in. The infrared unit 
needs to be plugged into a wall outlet, but has 
a pretty good range, and for most practical 
uses, the set should work just fine. The head¬ 
phones take a couple of AAA batteries which 
last a good 10-15 hours. I will say that the 
headphones themselves are a tittle snug. 
Surer they%fadjustable, but ever* with that 
ttjeyjiiakejjigr.';|ars a little unjSHHrtable. The 
solution is to taxe a break Rvpry couple hou's 
ofSp.T'tritsd the headphonesSltba^unbK.bf 

S t faWtCtS, and they worked great With 
em.Th|y especially luck ass whfflyyou 
usothem with $ gatw. that has panning stereo 
.sounds. It’s like youte really there.. %' m > m 


Wrestling games usually aren’t my cup of tea 1 
but the newer games have sparked my interest! 
in the sport. WCW Nitro is one of them. I’m not I 
one to take pro wrestling any more seriously I 
than a form of organized (and sometimes over-1 
wrought) entertainment and this game is a I 
fine (but not outstanding) representative of I 
the “sport.” The graphics are well-done with I 
large wrestlers and a detailed wrestling arena I 
but the action seems to be set too far away. I I 
would’ve preferred if the viewpoint was up I 
close and personal. I want to see blood flow- I 
ing and bodies bouncing but that was nowhere! 
to be found in WCW Nitro. For a beginner like I 
me, the controls were simple and intuitive but I 
there seems to be a slight delay with each I 
button press. This doesn’t pose as much of a 
problem in the One-player Mode because the 
computer Al seems to be kinda dumb, but 
when playing a real person, it can be really 
frustrating. Speaking of playing a real person, 

SKSKSKS S" 

did notice that the game slows down a tad 
when fgfeilstlers are ali’ditscfeen'-atthe I 
same jflBverall. WCW flHa gHHjt 
not gfJgji|Sestling game. |feipiong;'qtf,|hosc I 


Tennis Arena is a prime example of a solid 
tennis game that took a little too much libe 
with its arcade-ish feel. Now don’t get me 
wrong, I do understand the concept and fur 
an arcade-style tennis game, but I feel somi 
the stuff in this game is just dumb. For exar 
pie, just about every tennis game I’ve ever 
played uses the directional pad to create th 
extra little bit of "English” on the ball. With 
Tennis Arena you can use the D-pad if you 
want, but the effect is very subtle. The mair 
way of swerving the ball in the desired direi 
tion is to use the Li and Ri buttons which I 
is counter-intuitive and complicates things I 


control after a while, but if it ain’t broke, why 

fix it? Problem #2: Each player has their own 
“Unique Super Special Shot” where you’ll see 
ludicrous things like balls being hit by players’ 
bellybuttons and 360 spins. It all seemed a lit¬ 
tle cheesy to me. If you get in a long rally, you 
m either acquire a regular s(per(Sb0t*e 
U5SS/Ob&Wi acquire this ■NMon 

■ flayed under your play problem 
is'thajsft.tan't be turned b&sdSHfe 
*tr p%ty;gj^iight tennis t^' 

S prite gffl*ggU rttestsdly extras 
6ptt-rt for’lne | I Ifollv 


Although it ivi't guvt, this IS the best 
wresthpgbsme I’ve played onfhoPiayStatioii. 
The^HRquick, and the 
TbHgKraphics are pretty g&y'butw^en 
more than two wrestlers are oh screen the 

B S body slammed. S8ch pttbrog 
Be of the Multiplayer mSBb 
m skimpyalread* Suffice to 

NftswjS; 


System is a wee bit pricey at $59 (MSRP), but 
ifypu’tt a gamer who’s not tofcebatefried 1 ’ 
a 6 oflV;havirtg.a$ound setup tHaagfe blow^o ur 
neigjjotfrs into the next districtr.these babies 
are far you. The sound is crystal-clear for at 
least as long as your controller cord will 
reach (and then some), and though and heat 
phones at# nicely designed and'feke «p tittle 
.spat*: (’effect for late-njght gaming, Jq||| 


1 lot dggigi Both modes of 
Idone (Wo(t|jfourforpis 
Jn Tennis fopj[iHp|3Pl5rayer' 
enough th JSSSiJjf-hard 
1 Kelly) and non-fans of the 


' Here's a great solution for those of you w 
are afraid of waking your folks, or fo.ommt 

S gffiafoSfyight gammgSfiSslon.Th! 
phones ha«g excellent fd&rity and de 
ding far-better than ~ost-televis on 
<ers,fsi|ig r these headphones wife’ ! 
nee most of your gamirrlfexperiehce; 
unless jjfgP ady own a k ilerhomc the! 
system. Then again* you shoutStftliseaJ 


The pic kirts h ave been slim lartl^o^ansof 
PlavStatgBEnnis games, so f>bbis Arenac 
coul<$fM$Pfe come at a better,tithe. Turns' 
out the game’s pretty solid. Tf^:#u,ltjj3^er 
Modes,ar«*fajast (especiallylvhen yotfch,aye 
fourSgametsgpaymg doubles)?fi#The super: 
moves adcTaiB@e arcade touch to the 
wyjftaliiMgion. Control te.vb,.l w,s- 


When I r ead “Your Racket Is YourOnly^^ 
Weapot^ fp^ is game’s box 4jK,T knew I; 

S resting expejHHKWrlon 

ought tennis was an interest- 

5 all sorts oi|oo'fy thihgsto 
'amusing,’btfeatoun^ge 


WCW is another wrestling ga me, like it: 
cotfsirtywhicHi^oks good, hala lot of t 

■ '^tflnFrfflid will appeal,t|||jpfo1 
tyouTe a WCW fan anJWqwti 
HBHv your game, iut firidoi 
what ties beneath the expensive Keen 
strictly average wrestling game with a 

jife* 


^Althoug 


t particularly need asgtof 
; gameplay in the EGM offio 


here), those wireless ones would be just fine 
andrdandyJfCf’did. I gave thefta test driye.by 
playing Goldeneye and Maddefi.64, and the 
sound was crystal-dear. Thejheadphones ate 
a.ilttle.pricey, Sit if you’re anteying people, 
aroub'dydu with the,tetevisioft turned up, no 
trice may be too -igH to bay. ■ |(|-gj{ 
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Editors' Choice Award 


Rank Number 


2 Last Bronx 

3 D»ddy Kong Racing 

4 SF Collection 

PtayStWion, Satura/Cspcom . j 

5 Monster Rancher 

** PlayStation/Tecmo 

A Armored Core 

PlayStation ; 5C£A 

7 Bomberman 64 

■ Nintendo <>1Nintendo 


9 Enemy Zero 
[IQ Robotron 64 

^ Nintendo 64/C raw 
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Weapons & Powering them up 



Magnets (yellow) 





Trick of 

Colony Wars 

CHEAT PA5SWOR05 


On the Main Menu Screen, go into the 
Options and then highlight and enter the 
Password Option. Choose “Enter" and put 
in one of the codes showm below for 
various results. The passwords ate case 
sensitive, so enter them exactly as shown:; 
Hestas*Retort - Infinite Energy 
Commander*Jeffer - Access to all levels, 
missions, acts, movies (at the Main 
Menu Screen). 

Tranquitiex - Super cooled weapons 
(don't heat up). 


Enter Commander*Jeffer to get You will receive ii 
access to all the levels, entering the Hest 

Memo*X33RTY - infinite secondary weapons. 
AU*cheats*ofT - Turns off ail the cheats. 


Jason Karol 
Mulberry, PL 


All of these codes must be entered while 
in the middle of the game. Find a flat 
surface and follow the movements 
carefully for each of the tricks listed: 
Level Skip - Step Left, Step Right, Step 
Left, Step Back, Step Forward, Turn 
around three times and then do a 
Forward Jump and immediately press the 
Roll button to get the level end cinema. 


All Weapons - Step Left, Step Right, Step 
Left, Step Back, Step Forward, Turn around 
three times and then do a Backward lump 
and immediately press the Roll button to 
get all weapons and plenty of ammo and 
items in your inventory. 

Exploding Lara - Step Left, Step Right, 

Step Left, Step Forward, Step Back, Turn 
around three times and then do a Forward 


lump and immediately press the Roll 
button. Lara will explode and you will 
have to begin the game again. 

Get Rid of the Butler - Go into the 
kitchen and open the freezer. When the 
butter follows you in, jump over him and 
dose the door behind you. He won’t be 
able to get out and you can walk around 
without the butler following you. 




Do the Weapons code to get 
everything in your inventory. 















Final Fantasy 

REGENERATE CH0C08Q STAMINA 

Here is a trick for Chocobo 
racing within the game. 

When racing your Chocobos, 

hold the Ri and R2 buttons 

simultaneously and your 

stamina will regenerate. ^ i,, 

Even if you speed up your wit 

Chocobos, it will increase or 

stay the same. If you sprint, MANY C 

the bar wilt drain slower - 

than before. ^efo'o 

Peter Land 


hold the Ri and R2 buttons 
simultaneously and your 
stamina will regenerate. 
Even if you speed up your 
Chocobos, it will increase or 
stay the same. If you sprint, 
the bar wilt drain slower 
than before. 

Peter Land 
Waukesha, Wl 


Wars: Masters of Teras Kasi 


Duke Nukem 64 

MANY CHEATS REVEALED 

To get these cheats to work, you must first enter the main code: 
Left, Left, L button, L button, Right, Right, Left, Left, This will open 
the “Cheats” Menu. After it is entered, put in any one of these 
codes on the Main Menu Screen for the results shown below: 
Invincibility - R button, R button, R button, R button, R button, R 
button, R button, Left. 

Items On/Off - R button, Right-C, Right, L button, Left-C, Left, 
Right-C, Right. 

Monsters On/Off- L button, Left-C, Left, R button, Right-C, Right, 
Left, Left, Right. 

Benjamin Yavitz 
St. Louis, MO 


Froqger ** 

LEVEL SELECT AND INFINITE LIVES w 

These tricks will give you some great cheats to help you 
along in the classic come back to life. 

All Zones Open - Pause the game during play and press Right, 
Square, Triangle, Square, Triangle, Ri, La, Ri, La, Circle. 

Infinite Lives - Pause the game during play and press Right, 
Square, Triangle, Square, Triangle, X. 

Once you do either of these tricks, you will see the results in 
text on the bottom of the screen. 


1 find the Level Select! 


Pause in the middle of your 
game and do the trick. 


Once you go back to the Level 
Menu, all of them will be open! 


Time Crisis 


USE PEDAL WITH THE GAME 

To do this method, you will 
have to have the Mad Catz 
steering wheel peripheral. 
Make sure your GunCon is 
plugged in port 1 and plug 
the Mad Catz wheel in port 
2. When you begin your 


© 


game, you can use the ped¬ 
als included with the wheel 
to activate the “duck” fea¬ 
ture. This will give you more 
of an arcade feel while 
playing the game. 

Wim de Koninq 
Holland 


Fighting Force 


At the Main Menu Screen, Options. Now go into the 
press and hold buttons Li, Options Screen and you will 
R2, Square, and Left (on the see that the first two options 

directional pad). Do this until will now let you select your 

“Cheat Mode” appears under level and invulnerability! 


/IANY LHtAlb AND HIDDEN CHARACTERS 

The following tricks are to be done during the Character Loading Screen and can be done in 
the Versus and Practice Modes only. 

Big Head - Hold the Select button during loading. 

Super Deformed - Hold the Select, Down and X keys during loading. 

Tiny Mode - Hold Select, Down, X and R2 buttons during loading. 

The following characters or arena select features can only be unlocked if “Player Change at Continue” 
the Options Menu is set to “No,” which is the default setting. 

Unlock Darth Vader - Play through Arcade Mode with Luke Skywalker on “Standard” or "jedi” difficulty. 
Unlock Stormtrooper - Play through Arcade Mode with Han Solo on “Standard” or “Jedi” difficulty. 
Unlock Jodo Kast - Play through and win against seven or more characters 

in “Survival Mode.” v ‘ _ "V-'-S- 

Unlock Slave Leia - Play through Arcade Mode with Princess Leia on \ 

“Jedi” difficulty. B*' 

dock Mara Jade - Hold the Li, L2 and Ri buttons as you enter Team Mode 
“Jedi” difficulty. After the computer selects the characters, you will see 
“Battle for Mara Jade.” Win the battle and she will be released. JF | 

‘ 1 lock the Ability to Select Arenas - (Practice and Arcade only) 

"lay through Arcade Mode with Chewbacca on “Standard” 
or “Jedi” difficulty. 








Moto Racer 



G-Police 

WEAPONS, AMMO AND SHIELDS 


These codes are to be 
entered on the Title Screen 
(with Start/Options): 

View Credits - Press 0, T, 0, 
0, T, 0, Up, Right, Left, X. 

View Victory FMV Sequence 

- Press 0, T, 0, T, 0, T, Li, 

Up, Rz.X. 

Enable Ail Tracks - Press Up, 
Up, Left, Right, Down, Down, 
0, R2, T, X. 

Enable All Reversed Tracks - 

Press Down, Down, Right, 
Left, Up, Up, 0, L2, T, X at 
the Title Screen. 


Reverse Mode - Press Left, 
Right, Left, Right, 0, 0, Ri, 
Li, T, X. 


Pocket Bikes - Press Up, 
Down, R2, L2, Down, Up, Li, 
X at the Title Screen. 

CPU Bikes Only Go 50 km/h 

■ Press Down, Down, Down, 
0, Li, 0, L2, Down, Down, X. 

Turbo Boost - Press Up, Up, 
Up, T, Ri, T, R2, Up, Up, X at 
the Title Screen. 


Unlimited Shields • On the 
Briefing Screen, hold 
Li+R2+Square. While hold¬ 
ing these, press Left. 

All Weapons and Unlimited 
Ammo - At the Loadout 




Screen (weapon choice), 
hold Li+L2,+Ri+Cirde+ 
Triangle+Square. While 
holding these, press Left. 

Kevin White 
Belvidere, IL 


PlayStation Underground No. 4 

MANY WIN® CH 

Disci 

Contest - In the Bulletins section, hold Triangle and Circle. While holding them, press Square twice. 
New Memory Cartridges - In the Code Archive section, hold Triangle and Circle. White holding them, 
press Square twice. 

Where Aire They Now? - In the Event Center, hold Triangle and Circle. While holding them, rapidly 
press Square. 

Parappa Fun Code - On the Main Menu Screen, press Square, Triangle, Circle, Triangle, Triangle. 

Disc 2 

Resident Evil 2 Video - On the Main Screen (with Cardinal SYN showing), 

press Square, Triangle, Square, Triangle. ~ 

Our Lady Peace Video - On the Main Sfree’n (with Cardinal SYN show- “ ,, 

ing), press Circle, Triangle, Circle, Triangle, Circle, Square, Circle. - j 

Twisted Metal 1 Ending - On the Main Screen (with Cardinal SYN show- a. 

ing), hold Circle and Triangle. While holding them, press Square twice. *, * % " 

Coot Boarders 2 Tips - On the Main Screen (With Cardinal SYN 
showing), press Triangle, Triangle, Circle, Triangle, Square. 

Red Acnhalt Codes - On thp Main Serpen Ywith 


Test Drive 4 

NEW CARS AND BACKWARD TRACKS 

Choose a One-Player Race from the Main Menu and choose a 
Drag Race from the Race Menu. Now choose a car and win the 
race. You will set a new record for the race. When the “Race Again” 
Menu appears, choose “Quit.” Now put in your name as KNACKED 
for backward tracks, or SAUSAGE to get four new cars (GTSR, TVR 
12/7, Pitbull Special and a ’69 Dodge Daytona)! The new cars and 
tracks will appear in the Single Race Mode only. 

David Howsley 
Purcell, OK 



Red Asphalt Codes - On the Main S. 
Cardinal SYN showing), press S< 
Square, Circle. 


m see an ending for 
id Metal that was cut! 


Monster Rancher 


To do this trick, your breeding status must be in master rank 
(R-10). Note: You must have another game called, “Tecmo’s 
Deception” to do this trick. When you are about to breed a 
monster, put in the Tecmo’s Deception game CD and you will 
get a secret character from that game called Ardebaren when 
you generate a monster in the shrine! Also, PlayStation and 
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Cool stuff you could probably live without, but shouldn’t 


HI V is for Victory 

Street Fighter maniacs can now kick back 
and watch the early adventures of Ken and 
Ryu as they strive to become the best 
fighters in the world. Top-notch animation 
and a wonderfully developed story line 
highlight this 10-volume set. No, Sheng 
Long doesn’t make an appearance, but 
look for the hidden Akumas in nearly all 29 
action-packed episodes. 


4t PaRapper's CD 

If you got the urge to bust-a-move 
while playing PaRappa the Rapper, 
you’re not alone. Why, if it weren’t 
for the intensity of the game j 
(it requires all your concentra- A 
tion), we’d all be layin’ out 
the cardboard for some old- 
school breakin’. Get the 
soundtrack through this fl^H 
small but friendly importer. 


Price $i9.95(dubbed) each 
$2Z|.95(subtitled) each 

For more information 

www.manga.com 
phone (212) 780-4058 


# No Skip to My Lou ^ 

After you get your PaRappa CD, check out the SL-S651C 
t Personal CD Player from Panasonic. It features a lo¬ 
ll second anti-shock memory, so you can skip around like 
an idiot and not miss a beat! A remote control and 
illuminated control buttons make this pup a gem 
Kl of a car CD player. 


Price $200 

For more information 

www.panasonic.com 
phone (201) 348-9090 


Why is it that with a cool license like Star Trek the only 
good games are the multimedia offerings from Simon & 
Schuster? Star Trek Captain’s Chair lets you explore 
every nook and cranny on the bridge of the Classic 
Enterprise, Voyager, Defiant—as well as the Next 
Generation’s Enterprise D and E. QuickTime VR technolo¬ 
gy lets you “walk” wherever you want to go, so you can 
check out all the cool bridge displays, many of which 
actually work when activated. Heck, touch the wrong 
button and you can even auto-destruct the USS Voyager! 


S/ESSEL STATUS 081142 
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Hey Gamers! 

This time of year there are so many cool games coming our way it’s hard to find 
enough space to tell you about ’em all. That’s why we have EGM and EGM 2 
special issues like the 1998 Video Game Buyer’s Guide, Guide to 
Sports Video Games and Video Games for the Nintendo 64. Although 
these mags are created by your favorite EGM and EGM 2 editors, they contain 
lots of information not found in the pages of EGM arc EGM 2 . Let me tell you a 
little about each... 


1998 Video Game Buyer’s Guide 

Put together by Dan Hsu and the rest of the Review Crew, this mag tells you 
our pick for this year’s best system and which games you should buy! We 
also have our Good, Bad and Silly look back on the gaming industry, along 
with a massive trick indexand game review chart with over 1,300 games 
listed and rated! Plus, go behind the scenes with Shigeru Miyamoto on 
the future of Nintendo, anc take a top-secret look at the world of video 
game-controller design. 


Video Games for Nintendo 64 

Written by brand-spankin’ new Review Crew guy (and Nintendo-book veteran) 
John Ricciardi, this mag has everything you’ve ever wanted to know about the 
N64. It’s packed with reviews of all the new N64 games, previews of more than 
20 hot new titles, a huge tips-and-tricks section and-^best of all—strategy 
guides for at! of your favorite games. John just got back from Japan with the 
latest Nintendo news, and he’s itchin’ to unload it allin this special issue. 


im make all the big plays? Want to know which 
bother playing? EGM’s guide will satisfy all of 
1 comprehensive strategies, interviews, in-depth 
/iew lineup of the.Ultimate sports titles. Watch 
interview with 


id-the-scenes blowout and 
EGM's armchair jock Kraig Kujawa is writing 
linly on football, basketball and hockey titles. 


Features Editor 


Crispin Boyer 


Official 

PlayStation 

■ Maaazine 


Available Today! 


Don't forget to look for our 
newest title... 



















Looking 
down the 
barrel of a 
machine gun 
is a memory 
a person 
doesn't 
guickiy 


R emember the live CNN 
coverage of the Gulf War 
from inside Iraq? 
Journalists sometimes 
have to go to dangerous 
areas to cover a story. 
Fortunately, video 
games are a rather 
“safe” industry to cover. 

Until now. 

For the past couple of months I 
have been traveling around the world 
gathering information for a story I 
am working on. I was able to go to 
a couple dozen countries including 
Russia and China, and to get the 
details, I had to go beyond the nor¬ 
mal tourist sites. That’s where things 
really got interesting. 

First, there was Russia. I always 
have had uncanny luck of being in the 
right spot at the right time. I got there 
just when they were celebrating the 
85th anniversary of the Russian revo¬ 
lution. I was among the crowds in Red 
Square taking pictures when a soldier 


Russia was getting a tour of the city 
with the prime minister of China and 
security was tight. Well, there I was, 
standing a foot taller than the crowd, 

Chinese soldiers, who proceed to 
grab me and pull me off to their car. 
All the time they were yelling some¬ 
thing in Chinese and one soldier had 


EGM's own gaming guru shoots from the hip 
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The year 1997 was a great time 
for next-generation gaming. Now 
that the last games of ’97 have 
arrived, dress up in your tux, 
because it’s time for the 1997 EGM 
Editors’ Choice and Reader Awards. 
We’re sure you can guess some of 
the obvious winners, but there will 
be a few surprises. 


The next few months promise to 
be landmark ones for gaming. 

Kicking off the tidal wave is 
Resident Evil 2, which we will 
review, in addition to major cover¬ 
age of the N6q’s Yoshi’s Story. Also Yoshi’s Story has been 
look for reviews of NBA In the Zone 
’98, Nagano Winter Olympics 
(N64/PS) and Winter Heat (SAT). 


ing our editors to drool for 
months. Finally, we get our 
hands on the popular dino. 


The only event big¬ 
ger than the Oscars, 
or the Super Bowl— 
The EGM Editors’ 
Choice Awards. 


Resident Evil 2 is 
an eagerly antici¬ 
pated sequel. 
Does it live up to 
expectations? 


March 1998 



If you can’t get Lara to the 
next level, she might not be 
“just another pretty face.” 


Travel through time and even 
hell to obtain the keys to the 
Tower of Hell while beatin’ up 
your foes! 


February 1998 


Mr. Groundhog won’t be popping 
his head out all too soon because 
EGM’ has a fantastic lineup of 
strategy guides next month. 

Starting with our second part to 
the Tomb Raider 2 guide, we left 
off with Lara dangling from a 
cliff...OK, maybe not. But we do 
show you how to conquer the next 


couple of levels and Bosses. 

Next, the zombies are on the 
loose in Raccoon City, and without 
our help, you could be zombie 
chow. Learn all the ins and outs 
of the sequel to Resident Evil. 

Plus, it will be a good day in hell 
if you use our Spawn strategy in 
next month’s issue! 


Check out the first-ever 
hands-on strategy guide 
available for Resident Evil 
2—and learn the ins and 
outs of this “killer” title. 


It’s finally here! February will 
see the first annual OPM Editors’ 
awards. What will be chosen as 
the Game of the Year? What were 
the standouts that will receive 
honorable mentions? Will Joe 
Rybicki’s New Year’s resolution 
be regrowing his flowing mane? 
All these questions and more will 


be answered in February. 

Continuing our coverage on 
maximizing your PlayStation, 

CFG Lab’s president Brent 
Butterworth tells you how 
calibrate your television! Of 
course, the issue will still be 
packed with the latest info about 
all things PlayStation. 


You can cut the tension with a knife! 
What will the game of the year be? 























$5.00 OFF 


BRE Software 

Credit Card Orders: (209) 432-2684 

24 Hour FAXBACK Information System: (209) 432-2644 
E-Mail: BREINFO@LIGHTSPEED.NET 


Send us your old games/systems 

Receive a check back or purchase other titles of your choice 


tr order, payment, and this coupon to you. El 


To Buy Games To Sell Games/Systems 



No Boxes? 

No Instructions? 

Strategy Guides 
and Hint Books 

We are now buying Genesis. Super Nintendo. PlayStation 
and Saturn games without boxes or instructions. The 
following are prices for cartridge/disc only. 

Nintendo 8 bit (cartridge only)* $1.00 

Game Boy (cartridge only) $2.00 

Game Gear (cartridge only) $2.00 

Genesis (cartridge only) $2.00 

Super Nintendo (cartridge only) $5.00 

Saturn (disc only) $2.00 

PlayStation (disc only) $5.00 

^ Nintendo 64 (cartridge only) $15.00 

Hogan s A ley and other zapped gunor power cac games. V 

: - 1 i ~ r .. , it 

included with systems. Miscellaneous/extra PlayStation and Saturn 

cSvaniaSuvivaTGtide b “ 5nfim '' e $12.95 

N64 Survival Guide $14.95 

NeTsurwal Guide VoL 2 ^ ace 4 ’ a,,e ° ,eI ' $14.95 

a SI4*95 

Call for more Guides/Hint Books 

Ask about used Guides/Hint Books 

The above strategy guides/hint books are BRAND NEW factory fresh. 


MACETHE DARK AGE 
MADDEN ’98 
MARIO KART 64 
MISCHIEF MAKERS 


54.95/24.00 

49.95/22.00 

54 . 95 / 24.00 


MK MYTHOLOGIES SUB ZERO 
MKTRILOGY 
MULTI RACING CHAMP 
NAGANO OLYMPICS 
NBA HANGTIME 

— ‘ 'N THE ZONE 

)-BACKCLUB'98 

— 3REAKAWAY '98 
PILOTWINGS64 
QUAKE 

ROBOTRON64 


WAYNE GRETZKY HOCKEY 
WAYNE GRETZKY'98 
WCWVS. NWO 
WHEEL OF FORTUNE 
YOSHTS ISLAND 64 


54.95/24 CO 

49.95/20.00 
54.95/24.00 
54.95/24.00 
54.95/24.00 
49.95/22.00 
54.95/24.00 
54.95/24.00 
49.95/22.00 
54.95/24.00 
P. 49.95/22.00 
49.95/20.00 
49.95/20.00 

5495/24!00 

49.95/20.00 

49.95/22.00 


■ Impact Racing - In the I. 

non « Diuod - Iron Man X-0 War - Johnny Bazookatonc 
Jumping Flash 2 - K1 Arena Fighters - Killing Zone 
Kileak DNA Imperative - King's Field 2 - Krazy Ivan 
Legacy of Kain - Lemmings - Loaded - Machinehead 

Mortal Kombat ^NBAlnThe Zone -NBAJamTE. 
NBA Live '97 - NBA Shootout '97 - NCAA Final Four '97 
t Cl \ Game rea er NFL Full Conta JfL 7 
NFL Gameday ’97 - NFL Quarterback Club ’97 
NHL Face Off ’97 - NHL Powerplay ’96 - Overblood 
Olympic Summer Games - Pandemonium - Pitfall 
Perfect Weapon - Primal Rage - Primal Rage 
Project Overkill - Project Horned Owl - Reloaded 
Return Fire - Revolution X ■ Ridge Racer 
Rise 2 Resurrection - Robotron X - Shellshock 


ider - Spot Goes to Hollywood ■ Star Gladiator 

_rwinder - Steel Harbinger - Street Fighter Alpha 

Street Fighter Movie - Street Racer - Thunderstrike 2 
Tigershark - Time Commando -Tobal No. 1 -Top Gun 


Warhawk - Wipeout - Wipeout XL 

$19.95 Each 
Buy 2 Get 1 FREE 


Now Buying DVD Movies/Discs - Prices in this ad are good through February 28,1998 
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J _ I jgpre it to the MAX!!! 

'rnmmmmm VRF1 X-Cellerator 
for your games system. 
Compatible with all driving 
games, the VRF1 gives arcade 
action in your own home! 


Responsive VRF1 Arcade Mmd 
Steering Wheel and jm 

X-Cellerator Footpedals. "T 
Analog controls offer 
precise steering, 
acceleration and braking 
with fast action microswitch. 
Fire Buttons allow rapid gearchi 


A unique 2 in 1 Controller for Playstation 
An advanced Hyper Controller for use 
with all games 

Built in Steering Wheel enhances 
WKSl all Driving Games 


Built In Steering Wheel 
8-way controller with 
interchangeable thumb-stick 
8 responsive fire buttons 
Independent 2 Speed Turbo/Auto 
Fire and Slow Motion 



I TomM6 ) 

WWW.TOMMO.COM 


Also available from Blaze: 
Standard and High Capacity Memory 
Cards, Scart, S-Video and AV Cables, 
Controller Extension Cables, Hyper 64 
Controllers, Jolt Pack 



Call: (626) 839-8759 or Fax: (626)839-8751 or Visit Your Retail Stores Nearest You. 











1000’s More Titles 
Available! 

Want Something? Can’t 
Find It? 

WE’VE GOT IT! 

We Sell 

Previously Played 
Video Games, Decks & 
Accessories 
at Great Prices. 

We also Sell New Products! 




( PlayStation ) 


BasB 


( GameBoy ) 


Saturn 


Andrett Racing $19 

D?onaUSA $ $4 

GoldenAxe Duel $15 

Legend of Oasis $19 

NFL^QB Club 97 
Off World Extreame $11 

Panzer Dragon $11 

Road Rash $25 

i§ 

Theme Park $24 

Ultimate MK3 $19 

Virtua Cop $3 


* 8 ? 




Battle Arena Tohshin 


( Game Gear ) 




■ 

mT' 


612-946-8102 





Online Ordering!! 

For the Hottest Tips & 

The Hottest Games at the Hottest Prices 
Check us out! 

http://www.funcoland.com 


Personal Checks and Money 
Orders Are Also Accepted. 


All Games Come With a 90 Day Warranty! 

ONE YEAR Warranties are Available 
Hours: Mon-Fri 9:00am to 7:00pm Central 

612-946-8102 
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IMPORT 

Tales of Destiny 
Samurai Showdown 4 
Xenogears 
Z-Gundam Limited 
Bio Hazard 2 
Over Blood 2 
Chocotao Dungeon 
Grand Turismo ' ■ 


Real Robot Final Attack 
X-Men vs Street Fighter 
: Gun Bike 

Front Mission Alternative 
Critical Blow 
Grandstream Saga 
Gensou Suikoden Wars 

u.s. 

Road Rush 3D 
Breath of Fire 3 
Cardinal SYN 
Riven 

Deathtrap Dungeon 
Resident Evil 2 
NBA in the Zone 98 
WCWNitro 
GEX: Enter Gecko 
San Francisco Rush ■t 


WT4r 


MEjQ 

• NEO CD $339 WITH ANY GAME OF YOUR CHOICE. 

• We cany Neo-Geo CD and Neo-Geo cartridge games. King of Fighters 97 

4 


Final Fantasy 7 Hp 

Action Figures: $20 EA. 


DBZ Super Battle 
Collection Action 
Figures VoluME, 
1-27 Price From 
$12 to $18 EA. 




£■ ORDER HOT UHE: Dealer & Wholesalers Welcome ^E3 

»■ 626 - 281-9282 710-1W. Las Tunas, San Gabriel, CA 91776 / Fax: 626-458-6845 \W\ fiS 


YOUR #t SOURCE OF AMERICAN 


AND JAPANESE VIDEO GAMES 



































































Playstation; 


B 


PAN 


DEMON 


UM 


Media Rig Contest. The Ultimate Gaming Environment 60 inch monitor, 
130 watt receiver w/ Dolby Digital Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 

We're talkin' GAMING HEAVEN! 

Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mvsterv Word Clue. 


Mystery 

Ulfonl 

Grid 


Ves! 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 

□ ($3.00) Computer Contest 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


WORD LIST and LETTER CODE chart 

PINCH.W PRESS.K BLAST.A WRECK.D 

BREAK.Z PUNCH.S SPRAY.C TURBO.V 

STOMP.T STAND.R PRESS.E DREAM....O 

CRUSH.I SCORE.H SLANT.L CHASE.P 


ITCgP SEND CASH, CHECK, MONEY ORDER TO: 

PANDEMONIUM, P.O. BOX 9045 
GRESHAM, OR 97030-9045 







































NEW RELEASES & UPCOMING TITLES 





SUPER BATTLE COLLECTION 


( 212 ) 290-0031 

FlIALlSsflfl 


290-0426 


GAME EXPRESS 


OVER 2500 TITLES IN STOCK, LOWEST PRICES 


EMAIL US AT: order @ gexpress.com 
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MISSION IMPOSSIBLE $69.00 

NAGANO OLYMPICS $61,00 

NBA IN THE ZONE 98 $61.00 

ROBOTRON X $66,00 

SUPERMAN 6$ . $69.00 

WHEEL OF FORTUNE }S,I 



ALUNDRA $45.00 

’ffltS DESTRUCT $43.75 

BASS MASTERS CLASSIC $40:00 

BATMAN & ROBIN $42.50 

CARDINAL SYN $41.50 

EXODUS $41,50 

JOE BLOW $44.00 

NAGANO OLYMPICS $46.50 

NBA IN THE Z0tjlE»98 $46.50 

NBA SHOdt&UJX 2S $4000 

POWER SOCCER2 $42.00 

RESIDENT Mips $4700 

RIVEN: SEQUEL TO MYST $50.50 

SHADOWMASTER $43.75 

MONKEYS $45 50 

THEME HOSPITAL $43.75 

WCWNITRO $44.20 

.-WRECKl^ftEW' $44.00 



BATTLE MONSTERS 
BLAST CHAMBER 
BRAIN DEAD 13 
BUG 

CLOCKWORK KNIGHT 
CRITICOM 
DEFCON S' 

DOUBLE SWITCH 
JOHN MADDEN 97 
MORTAL KOMBATII 
MYST 

NBA JAM HE. 

NFL QB Cijj'fe' 
PRIMAL RAGE 
REVOLUTION X 
S'T^EET FIGHTER II 

- toshi : ndb®l 



FOR THE LOWEST 
PRICES AND BEST 
SELECTION 

ORDER HOTLINE 


888-LOW-BUYS 

888 - 569-2897 

270 N. Canon Dr • 1117 • Beverly Hills • CA 90210 













































Anime 




Open 7-Days A Week Mon. thru Fri. 8am - 7pm Sat. & Sun. 8am - 5pm PST Visit Our Web Site: 

uneI-626-930 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES ARE LIMITED. 
ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL RIGHTS RESERVED. 
IMPORT PLAYSTATION GAMES ARE NOT COMPATIBLE WITH NEWER SYSTEMS, CALL FOR 
INFO. SHIPPING AND HANDLING ARE EXTRA. CALL FOR CURRENT PRICES. PRICES ARE 
SUBJECT TO CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE. 


gamecave.com Visit our_showmom: 421E. Huntington Ik Monrovia, CA 
EGM008 


Orders Only, Toll Free: 1 -888-GAME-CAVE 






















































ME! 



Available At 
Electronic's Boutique 


HEAL ARCADE" 3 IN I JOLT GUN 

pel's first most powerful light gun for video games 
pk-Back feature. Feel the Kick^Back in your hand 
rme you shoot the Bad guys! 


Call 860-395-3090 or fax 860-388-0084 to order or locate the store nearest you, write us at Innovation PO Box 360 Old Saybrook, CT 06475. 
All trademarks and registered trademarks are properties of their respective owners. 


PSX Regular or Advanced Color Controllers "THE 
VIRTUAL WHEEL" - a 2 IN 1 Wheel & Flight Yoke w/ 2 
Foot Pedals PSX 1 MEG Color Memory Card 
PSX 240 Blocks Color Memory Card PSX 
Dual Analog Stick Controller 
'•Fire w/ Rumble feature 















PRESIDENT 
Evil 2 
Has I\isen. 
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JHE GAMING 
EVENT OF 1998 . 

Nojhing Else Even 
Comes Close." 

- GameFan 


LX 


\ .. ' 


. 



The most anticipated gaming event of 1998 has arrived. Resident Evil'“2, 
the shocking sequel to the Consumer's Choice: Best PlayStation Game Overall, 
plunges horror fans into the most intense, the most terrifying game experi¬ 
ence ever crafted. You see evil. You hear evil. You're overwhelmed by evil. 

If The Suspense Doesn't Kill You, Something Else Will. 

Play the online Resident Evil Z game ISM 

atwww.residentevil2.com SS!? 1 i. 

© CAPCOM CO, LTD. 1998 © CAPCOM U.S.A.. INC. 1998 ALL RIGHTS RESERVED. RESIDENT EVIL is a trademark of CAPCOM CO, LTD. CAPCOM is a 
registered trademark ol CAPCOM, LTD. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 





Dur goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity. 

Please visit us a www.retromags.com 

profit is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


If you come across anyone selling releases from 
Site, Please do not support them and do let us know. 


Thank you! 



